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ACTIVIST ON 


THE MOST FUN-PACKED COMPUTER GAME 
SINCE THE DAWN OF TIME 


Wonderboy is here for your home computer! From the arcade original by 
Sega. 

Wonderboy is a kid with a quest: to reach his girlfriend across treacherous 
landscapes and rescue her from the evil King. Burning bonfires, tumbling 
boulders, poisonous snakes, killer frogs and murderous blue midgets can all 
make for a short trip - but our hero can break open giant eggs to collect a 
stone axe, a guardian angel and other valuables to help him on his mission. A 
skateboard speeds up his progress and picking fruit provides bonus points - 
if you’re careful! 

A fast, fun-packed game of skill and timing. 


AMSTRAD CPC CASSETTE £9.99. AMSTRAD CPC DISK £14.99. COMMODORE 64/128 CASSETTE £9.99. 
COMMODORE 64/128 DISK £14.99. ZX SPECTRUM 48K/128K/+£9.99. 


TM & © SEGA 1986. All Rights Reserved. Activision, Inc. Authorized User. 

Mail order: Activision (UK) Ltd., 23 Pond Street, Hampstead, London NW3 2PN. Tel: 014311101 
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THE MOST FUN-PACKED COMPUTER GAME 
SINCE THE DAWN OF TIME 


Wonderboy is here for your home computer! From the arcade original by 
Sega. 

Wonderboy is a kid with a quest: to reach his girlfriend across treacherous 
landscapes and rescue her from the evil King. Burning bonfires, tumbling 
boulders, poisonous snakes, killer frogs and murderous blue midgets can all 
make for a short trip - but our hero can break open giant eggs to collect a 
stone axe, a guardian angel and other valuables to help him on his mission. A 
skateboard speeds up his progress and picking fruit provides bonus points - 
if you’re careful! 

A fast, fun-packed game of skill and timing. 
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Wonderboy is here for your home computer! From the arcade original by 
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make for a short trip - but our hero can break open giant eggs to collect a 
stone axe, a guardian angel and other valuables to help him on his mission. A 
skateboard speeds up his progress and picking fruit provides bonus points - 
if you’re careful! 

A fast, fun-packed game of skill and timing. 
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ACTIVISION 

ENTERTAINMENT SOFTWARE 


AMSTRAD CPC CASSETTE £9.99. AMSTRAD CPC DISK £14.99. COMMODORE 64/128 CASSETTE £9.99. 
COMMODORE 64/128 DISK £14.99. ZX SPECTRUM 48K/128K/+£9.99. 
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TM & © SEGA 1986. All Rights Reserved. Activision, Inc. Authorized User. 

Mail order- Activision (UK) Ltd., 23 Pond Street, Hampstead, London NW3 2PN. Tel: 014311101 
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TheDoomlordas 

WARLOCK 


TheDoomlordas 

GOBLIN 


TheDoomlordas 

TROLL 


SPECTRUM 


€<ii & AMSTllAI) 


Enter a realm of damsels, dragons, ghouls and dwarves; of castles, dungeons, caves; and 
of magic. As The Doomlord, you take the form of a Warlock to do battle with the forces of 
good. Use your magical powers to change into Goblin or Troll forms and seek the Orb of 
Power which will assure you of victory in final confrontation with the White Wizard! 
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You are invited to join the 
Murder Chib, but be careful 


“The Murder Club?’ Yes, the Murder Club! Five of the 
world s bestselling murder mystery writers who 
transpose their Fictional pulp plots into real-life murder 
and mayhem. Once again they have convened for their 
annual reunion here at the Gargoyle Hotel. And once 
again the dark, damp halls will echo with the cries of 
‘Don’t shoot!’, ‘I’ve been poisoned!’, ‘Who stabbed 
me?’. I’ve been shortsheeted!’, and Who took all the 
hot water?’ Yes, with the Murder Club as tonight’s 
guests, more than the plumbing will be amiss!” 

“Each member of The Murder Club will try to bump 
off the others and lay down claim to the crown of 
World’s Greatest Murderer’. But it will not be a piece 
of quiche! For these brilliant criminal minds must 
match wits with moi, Hercule Holmes! I have only 

S§ U.S. Gold Ltd., Units 2/3 Holford Way. Holford, 
# Birmingham B6 7AX. Tel: 021 356 3388 


until midnight to discover the would-be murderer, 
victim, murder weapon and the scene of the crime.” 

“At my disposal will be every imaginable piece of 
high tech crimestopping gadgetry known to 
sleuthdom: minicameras, hidden bugs, even wire taps. 
Yet all these modern electronic wonders cannot replace 
my inherent ability as a born detective... instincts 
passed from generation to generation in the Holmes 
family. 

Therefore, I accept the challenge. I will uphold the 
family honour! Before this night is over I will prevent a 
murder or be murdered trying! If I fail, one of the 
illustrious members of the Murder Club will surely be 
killed... yes Killed Until Dead!” 


CBM64/I28 
tape £ 9.99 
disk £ 14.99 

SPECTRUM 48K 
tape £ 8.99 

AMSTRAD 
tape 19.99 
disk £ 14.99 


-am 


“YES, IT WAS A 
DARK AND STORMY 
NIGHT... A PERFECT 
NIGHT FOR MURDER” 


‘‘I Hercule Holmes, had gotten 
used to nights like this. As the 
world’s greatest detective and 
resident house dick of the 
infamous Gargoyle Hotel, I’ve 
made a living looking for the 
subtle signs of impending foul 
play Gloomy weather, blood 
curdling screams, gunshots, 
empty bottles of poison, bodies 
tumbling down stairs, a 
mutilated corpse or even an 
axewielding maniac might slip 
right by the untrained 
private eye. But to a master 
sleuth like myself, these 
telltale signs can only 
mean one thing. 

The Murder Club 
has just 
checked in!” 


















WAR GAMES 3 



Historical simulation of Gettysburg and Chickamauga with Fast interactive game simulating battle of Ulundi in 1879 

high degree of computer intelligence allowing game to be on Side 1 and a ‘what if’ battle of Umlalazi on Side 2. 

played at strategic and tactical levels over a scrolling map Scrolling map over varied terrain, for 1 player, 

with hidden movement, for 1 player. Price £9.95. Price £8.95. 

AVAILABLE MAIL ORDER-48HR. DELIVERY - FROM 

Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL. 

Strategy Games. They're no pushover. 




■ NOW AVAILABLE - the official Spectrum upgrade! 

jTurn your Spectrum into 

+ for just £24.95 


Professional full-size keyboard 
-includes 17 extra keys. 

Responsive typewriter-style action. 
Accepts all current Spectrum 
software and peripherals. 


+ £1.50 P + P 


Inverse 

video 


Graphics 


Extended 

mode 

Caps shift 
Semicolon 


Inverted comma Cursor controls 


ACCESS 

WELCOME 


Caps lock 


Break 


Space bar 


Full stop 


Comma 


Here’s some exciting news for Spectrum owners... 

the official Spectrum Upgrade Kit. The Upgrade has everything you 
need to turn your Spectrum into the stylish new Spectrum +. You don’t even 
need an understanding of electronics, justtheability to solderafew wires together! The 
leaflet in the kit gives clear, step by step instructions, if you're not sure about doing it 
yourself, don’t worry. Simply return your 48K Spectrum to us and for £31.90 + £1.50 
p + p we’ll upgrade it for you. 

The bigger, better Spectrum keyboard 

The Spectrum + measures 12V2" x 6". It has a large typewriter-style keyboard, 
with hard, moulded keys. You’ll find the new keyboard has a smooth, positive 
action - ideal for touch-typing, word processing, simulation programs, and 
extended programming sessions. Two retractable legs give a perfect typing position. 
There are 58 keys in all, including 17 new keys. Programmers will be pleased 
to see dedicated punctuation keys, a space bar, and separate shift keys for graphics 
and extended modes. And a reset button allows you to clear a program from your 
computer's memory without disconnecting the power supply. 


The official Spectrum Upgrade. Naturally your upgraded 
computer will accept all the peripherals in your Sinclair system- 
interface 1, Microdrives and so on - as well as all Spectrum software. 
Just as important, new Spectrum software and peripherals will be designed 
with the Spectrum + in mind. So the Sinclair upgrade adds stylish looks, new 
capabilities ... and new potential for the future. 

HOW TO ORDER BY MAIL 

1. if you require us to do the upgrade for you please send £31.90 +£1.50 p + p. Total £33.40. | 

2. Should you require the do-it-yourself kit just send £24.95+ £1.50 p + p. Total £26.45. 

3. If you require your Spectrum to be repaired and upgraded to a Spectrum Pl us we hav e a 
special offer price of just £50.00 complete. 

Orders can be placed by using your Access Card on the numbers below, r \ ^ 


Upgrade Dept. 140 High street West, Clossop, Derbyshire SK138HJ 
Tel: (04574) 66555/67761 & Manchester 061-236 0376 
© Copyright Videovault Ltd. No. 682121 








































IF you reckon we’re talking rubbish 
don’t just stand there ... 

Tell us what you 

Stick your comments on paper, fill 
in and cut out the coupon below and 
send it in ... 

And if you don’t send us your 
picture — the sillier the better — we’ll 
have to print a picture of a slug 


Enduro Racer 
Electric Dreams 

I was a bit dubious about 
buying Enduro Racer, 
but I’m glad I did. The 
graphics are amazing, the 
best I’ve ever seen on a 
Spectrum. The way your 
little rider bounces up from 
his seat when you land after 
a jump is sooooo cool! The 
way the bike climbs up hills 
and down dales is 
breathtaking. If you think 
the graphics are the best 
part, though you’re wrong. 
The gameplay is 
bbbbbrilliant, this game is 
sooooo playable and 
addicitive! The first level is 
easy but the next level 
certainly ain’t, it’s a 
nightmare with cacti in the 
road etc! 

Brett Carlton 
Sunderland 
Game Choice: 

Nemesis 

PS Please, please, please, 
please print my review (I’m 
a real groveller!) 


Super Soccer 
Imagine 


Feud 

Mastertronic 

I f you’re thinking about 
buying Feud with your 
spare cash: DON’T. The 
graphics are brill but the 
rest yuk!! By the time you 
have collected about five 
herbs, dear ol’ Leaonoric, 
your rival, has most of his 
spells and systematically 
tries to murder you. If you - 
like me - have already 
bought this game, then a 
word of warning - don’t go 
into the herb garden as old 
man Heike sticks to you like 
glue and drains your 
energy so fast that you only 
last about 15 seconds. Don’t 
waste your money* 

Simon Austin 
Woking 
Game Choice: 

Fist II 


B eing an ‘old wrinkly’ of 
27 and having a highest 
score on Space Invaders of 
206, I have decided that 
football is obviously a 
man’s game. All it takes is 
skill, ball control etc. And 
yes at last a game even I 
can play. Despite its awful 
attribute clashes and well 
catalogued bugs, Super 
Soccer is great. Yes, you do 
need plenty of practise to 
win even on Level 1, but 


isn’t this known as being 
addictive? If Imagine had 
taken slightly more time to 
iron out the faults and 
included an expanded 128 
version on one side of the 
tape, this game would be a 
classic, as they haven’t it 
gets a mere five stars. I am 
the champion* 

Thomas Hampton 
Cheshire 
Game Choice: 

Leaderboard 

Nexus 

Nexus 

T en out of ten for the 
cassette case but the 
game is a real dog. The 
story line is great: rescue 
your mate, smash the drugs 
ring and make the front 
page of your local rag. But 
the graphics are diabolical 
- square people walking 
through technicolour 
landscapes. Magic 
Muashrooms has got nothing 
on this game. . . Definitely a 
case of throwing away the 
new shoes and wearing the 
boxes!* 

Ian Charlesworth 

Newport 

Gwent 

Game Choice: 

Nemesis the 
Warlock 


Eastenders 

Macsen 

W hy did you give 

Macsen’s Eastenders 

one star. Did you feel sorry 
for them, pity them? Being a 
fan of the series I rushed off 
and handed over my hard- 
earned tenner. After 
loading this trash I wish I’d 
given it to charity. It’s got 
terrible, stoneage UDG 
graphics, the sound is dire, 
and seeing I’ve been told 
not to swear I can’t begin to 
start commenting on the 
terrible gameplay. Don’t 
buy this game. Macsen 
should be charged with 
robbery and ashamed of 
themselves* 

Kenneth Jackson 
Edinburgh 
Game Choice: 

Enduro Racer 


Aliens 

Electric Dreams 

Y ou reviewed Aliens, 
giving it a classic. 
Surely you at should 
have a higher rating than a 
classic, eg a Classic Plus or 
something, because this 
game is just pure ace. I 
mean, how many games 
create their own 
atmosphere and make you 
feel the tension? Aliens 
certainly does this and it 
was ackchuelly (!) your 
review that inspired me to 
buy the game. So 11 out of 
10 for the game and 11 out 
of 10 for your review. If you 
ain’t got Aliens either get it 
now or stand in the corner. 
The choice is yours!* 

Leigh Thomson 
Perth, Scotland 
Game Choice: 

Nemesis the 
Warlock 



Highlander 

Ocean 

H a ha ha 

HAAAAAA!!!!!! I had 
just seen the movie and I 
thought that it was very 
good and when I discovered 
the computer game I bought 
it with great excitement. I 
rushed home and smacked 
it in my 128K^ 2 only to find 
a couple of blobs on the 
screen which were 
supposed to be men. The 
game confused me with so 
many moves and 
commands and when I 
finally got the hang of 
those, the only way I found 
of winning was to kneel 
down and hold the sword in 
front of my face, and let my 
opponent tire himself out. 
No offence to Ocean, but all 
in all I think Highlander is 
absolutely Blargggh! It did 
have one consolation (that’s 
a big word for me) the 
loading picture was very 
good. “Yippee skip”* 

Lee Pegler 
Gloucestershire 
Game Choice: 

Fist II 


Feud 

Mastertronic 


N o, no, no, no, your 
review of Feud! Not 
enough stars ! Th is game 
deserves an PT1 classic. 
There’s no colour clash, the 
idea of the game is great. 



The animation on the 
character you control 
(Learie) is great and the 
villagers are also a nice 
touch. The graphics are 
good and the game is 
extremely playable, 
especially for the price. 
Anyone who has not bought 
it do so* 

Julian Thomas 
Stratford 
Game Choice: 

Enduro Racer 
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decapitate you, whilst all 
the while making sure that 
the low-flying hurdles don't 
do that for them. The signs 
that sail past (Keep a low 
profile or Soon: Hocl<y 21) 
make it a good spectator 
sport. It's a good idea, 
excellently executed (and 
try saying that when you’ve 
had a few) and utterly 
addictive. Let down only by 
the instructions* 


Little Computer 

People 

Activision 

|kTo, I'm not going to 
JLY witter on about my little 
comp pers (thank you 
Stavros) called Ryan who’s 
got the IQ of half a Mars 
bar, I’m going to complain! 


Hyperbowl 

Mastertronic 

« ou’re travelling through 
another dimension: a 
dimension not only of 
attribute problems and 
strange farting noises, but 


value. That’s the loading 
screen up ahead, your next 
purchase must be: 
Hyperbow] this novel blend 
of ice hockey and Asteroids 


Mastertronic with some 
brilliant graphics and 
genuinely challenging 
gameplay. A definite 
classic. It it's a game like 
nothing you’ve seen before, 
if it’s incredibly good value, 
you know you’ve entered 
(slight nod of the head) the 
Hyperbow] Zone (nee-nee, 
nee-nee, nee-nee, nee-nee 


Shockway Rider 
FTL 

■ his is fust what you said: 

one of the tot really 
original games for a long 
time. The graphics are 
excellent with cartoon-style 
figures, superbly animated. 
There is something 


hurtling along moving 
walkways, beating up 
pensioners, men in string 
vests, baseball players and 
of course, the teddy boys in 
their dark glasses that 
change lanes to try and 


For the first few hours, the 
sheer novelty is utterly 
captivating, but there’s one 


lot, actually). The graphics 
are a little limited and 
‘chunky’ and the physical 


different LCPS are limited ~ 
even when their characters 
are totally different. Sulky 
LCPs won’t let you save the 
game, and they only play 
three tunes. It is probably a 
breakthrough in Spectrum 
iU, but even 128K cannot 
hold sufficient frills to hold 
one’s attention* 


Came Choice. 

Nemesis 


Cobra 

Ocean 

W ny did you only give 
Ocean’s Cobra three 
stars? I think it’s mega 
great. It’s a brill shoot ’em 
up game, if it moves, kill it! 
The graphics aren’t brilliant 
but those for Stallone match 
the real person (big and 
dopey-looking). I found it 
great fun head-butting 
people. And I was so 
ruthless that I even shot his 
girlfriend, Ingrid. Cobra 
should have been a 
classic* 

Richard Cross 
Dumfries, Scotland 
Game Choice: 

Judge Dredd 

Hardball 

Advance 

C lassic? Hardball? 

Realistic simulation? 
OK I like the smooth, well 
animated, no-clash 
graphics, but it is nearly 
impossible to hit the ball 
when playing a friend and 
the computer never pitches 
in 6 of the 9 positions. The 
utter pits of the game are 
entered if you do hit the 
ball. The outfield is tiny, so 
the catchers are near each 
other and can only catch 
you if they are close to the 
ball. Management is little 
more than choosing a 
pitcher, but even worse is 
the steal option - it always 
fails! Good eh? I re-rate it 
three stars* 

Sam Roads 
South Woodford 
Game Choice: 

Arnhem 

(and why not???) 


The program I would most like to buy with my tenner is. 

* Reviews supplied without full name and address will not be 
considered for publication. 


Xcel 

Mastertronic 


E very so often — well very often actually — you write to 
tell us that we know nothing about anything and insist 
that some program we trashed is actually the best game 
ever. Conversely you blast us for saying something is great 
that you absolutely loath and detest. 

Enough is enough. We can’t take any more, if you think 
ou’re so clever you write the damn magazine. We mean it! 
^very month we’ll devote a page to a selection of your 
opm >ns on the latest software. Don’t get mad - write the 
review you think the game should have received and we 
(subject only to space) will print it. 

Now, aside from seeing your work in print we will send 
you a crisp £10—er, cheque — with which to buy the 
software title of your choice — tell us what you plan to 
spend the money on if your review is printed. 

One request, we want to know what you look like so send 
us a picture. Any old picture will do — you at home, in Ibiza, 
in the garden, even making silly faces in photobooths we 
don’t care. 

So get cracking — write your reviews and send them 
together with the completed coupon below. 

YOUR REVIEWS 

Maximum 150 words. No swearing, libel or illegibility and 
come out of the comer Don’t beat around the bush - 

tell us straight what you think. Send your review (or any 
recent game) plus your picture and fill in the coupon. *send 
the lot to The Write Stuff, Sinclair User, 30-32 Farringdon 
Lane, London EC1R 3AU. 

Name. 

Address. 


I totally disagree with 
your review of Xcel 
from Mastertronic. You 
gave it four stars, huh! This 
review is mad! I bought 
Xcel within a few days of 
your magazine coming out 
and found it to be boring, 
difficult, unvarying and 
with cryptic instructions. 
The only thing it has going 
for it are its graphics, which 
aren’t bad but not good 
enough to warrant its price. 
I took it back the same day 
and swapped if for 
Gladiator. (Yes, it is that 
bad!) Four stars! I mean, 
four!!* 

Daniel Moseley 
Norwich 
Game Choice: 

Scooby Doo 


BMX Simulator 
Code Masters 


H earing that a BMX 
simulation game was 
coming out I thought the 
worst. Bad graphics, no 
sound, colour clash all over 
immediately sprang to 
mind. I was totally 
dumfounded though when I 
loaded it in and sampled the 
excellent graphics and spot 
sound effects, like the 
sound of your pedals madly 
turning. I totally agree with 
your review and the action 
replay is as good a feature 
as the graphics. Good one, 
Richard Darling. I hope 
Code Masters brings out 
some more high quality 
games* 

Goodfrey 
Armstrong 
Hartlepool 
Game Choice: 

Nemesis 
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BARGAIN SOFTWARE: 

Dept.SU6, Unit 1; 1 Esmond Road; London W4 1JG 



BARGAIN SOFTWARE ORDER FORM 


Please send me the following titles. BLOCK capitals please! 

Turvo rnmnntor ____ 

i y wi w» i ———-—r 


Title:— 

Amount 











^ Total Enclosed £ 



Date. 



Name . 


Address 


Tel No 


Please make cheques or postal orders payable to BARGAIN SOFTWARE. 
Prices include P&P within the U K: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 






































































































J ONRIBLAR’S 

W hat's that? (crackle, crackle) The June copy of Zapchat 
did you say? (crackle, crackle) Well, no, actually I 
haven't quite completed it. . . (crackle, crackle) You 
mean it was supposed to be in yesterday!? (crackle, splutter) 

It'll be in the post tomorrow, honestly - stop hassling me. Bye. 
(Clunk.) Well, there you go - around 50 words of utter nonsense 
and not one mention of tips, scandalous subjects, bodily organs 
and politics and the like, my name's Ben Elton, goodnight. 
Short Circuit - there's a cracker of a game from Ocean if I ever 
did see one and we've rounded up the totally definitive way of 
completing the first part. (And the map, tell them about the 
maps Jon). What could be more interesting than squinting at a 
load of black squares that are supposed to resemble the room 
layout in Short Circuit? 


ZAP CHAT 


Feud, 


* right now, is at No 1. The 
^ map below looks just like a 
H lot of black and white lines, 
and it is. It was sent via first 
class pidgeon from Hanish 
H and Matthew Hughson. 

Here's the key you need: 

— C Cooking pot 1 Mad Celt. . .er- 

■ . . .Sage 2 Burdock 3 Skull Cap 4 
Dragon's Teeth 5 Cat's ear 6 

_ Knap weed 7 Rag-wort 8 Speed- 
■i well 9 Balm 10 Few fever 11 
Toad flax 12 Cud weed 13 Devils- 
_ bit 14 Pipewort 15 Bog Beans 16 

■ Dandylion 17 Hemlock 18 
Mousetail 19 Bones 20 Bird 

_ Week 21 Fox-glove 22 Snap- 
® dragon 23 Thistle 24 Chrondrilla 

Amaurote 

a is a game all about insects 
and has some absolutely 
brilliant graphics which tend 

■ not to usually appear within 
the guise of a budget game. 
The object is to wipe out the 

■ insect swarms that have in¬ 
vaded the cities and the only 

^ way you can do this is to 
destroy the queen bee. The 
first thing you will therefore 
I need to do is to locate her. 


She can only bee (groan! 
eliminated by lobbing a 
supa-bomb in her direction. 
So, radio back to base and 
order a bomb which should 
arrive within 40 seconds. In 
the meantime, you can go to 
the Arnachus where the 
supa-bomb is to be parachu¬ 
ted in and wait. This is done 
by selecting the equivalent 
scanner mode and following 
the arrows. As soon as the 
bomb arrives, make sure 
you pick it up quickly and 
avoid pressing the Fire but¬ 
ton again. Now select the 
queen bee scanner mode 
and locate the .centre of the 
hive. If all is clear, lob the 
supa-bomb at the queen. 

Now the object is to wipe 
out all the remaining drones, 
the city will be free of the 
swarm and you will move on 
to the next city. 

Therefore, all you really 
have to worry about is sur¬ 
viving long enough to des¬ 



troy the queen bee. From 
then on its a matter of pati¬ 
ence. It can, in fact, be quite 
boring at times and although 
we rather enjoyed blasting 
the scenery to millions of 


tiny pieces, this is not actual¬ 
ly the point of the game at 
all. We even managed to 
blast a hole in the wall at one 
point and promptly escaped 
only to be stranded in the 
mystic wastelands of sprite- 
land. 



AFeud map 
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Head Over Heels, 

Jon (Batman) Ritman's 
latest Ocean effort. Here's a 
map of the early screens 
showing you how to join up 
Head and Heels. 

Picture this - you are sat in 
your sunhouse, sunning 
yourself, and then the post¬ 
man arrives waving a pack¬ 
age at you. (They generally 
ring the doorbell at round 
7am!) You rip open the pack¬ 
age’and this cassette thingy 
falls out. Our of interest, you 
grab it and inspect the «over 
- it's 

Route 1 - Head 

1 Start Room - no problems 
except the magic bunny. 
Climbing is a matter of 
jumping and whilst in mid¬ 
air turning in the opposite 
direction. Getting the bunny 
gets you two more lives. 
You'll need 'em. Get on the 
transporter to get out 

2 Boring room. Go straight 
through 

3 Boring ledge. Jump down 

4 Boring room. Leave 

5 Hallway. Don't jump over 
toasters yet. First take the 
room to the side 

6 Getting the Doughnuts. 
Jump over to the switch 
which stops the beacon from 
moving. Jump back carefuly, 


4 - 5 


otherwise you'll toggle the 
switch back on. Jumping is 
quite easy - well within 
Head's range - the only 
problem is a danger of over¬ 
shooting one of the plat¬ 
forms but it is possible to 
guide Head in mid-air and 
watch where he is going to 
land. Once the beacon is 
switched off more careful 
jumping will get you to the 
Doughnuts and back. Leave 
room and jump the toasters 
in the hallway. This is a 
matter of judgement, go as 
close as you can without 
actually touching and then 
jump as far as you can 

7 First fish room. Don't get 
the fish yet. Go through to 
the Doughnut gun room. (If 
in danger from the roving 
Beacon jump on to the 
spring for safety and leap off 
when the path is safe) 

8 Doughnut Gun-Room. Not 
too difficult provided you re¬ 
member to keep moving. 
Those platforms are going to 
collapse. On the way back 
jump from the middle plat¬ 
form as far as you can to get 
back to the ledge by the door 

9 Get fish and leave room 
take other exit to the first 
double room. This is just a 
matter of jumping carefully. 


7 


ter with doughnut gun to 
keep it out of the way. The 
Bunny makes you go faster 
but that isn't much use. Back 
to previous room -and take 
the other exit 

14 Boring corridor 

15 Awful Dalek room - just 
a matter of making a run for 
the exit. Don't touch the plat¬ 
forms in the middle. Expect 
to lose a life or two 

16 Double room. Get the 
bonus bunny by careful 
jumping (press Jump only 
NOT Forward and you 
should land OK). There are 
rooms off to either side - v 
you can take either though I 
think the one to the left is a 
lot easier. But taking the 
right . . . 

17 The way through this 
one is to push the block on 
to the robot as far forward as 
possible then stand on the 
block as far forward as pos¬ 
sible. Then jump when level 
with the exit. It's very diffi¬ 
cult. Or you can take the 
other room . . . 

18 Jump on to the lift and 
jump off to get on the top of 
the pillars. Push the blocks 
off the pillars so that they fall 


12 . 


off the left-hand side. They 
will pile up on top of one 
another. Jump off and push 
the blocks so that they are in 
front of the exit. Climb the 
blocks and Kazam! you can 
get out 

19 Take the exit on the top- 
right wall 

20 No problems in this one 
except getting to the fish. 
Watch out for colapsing plat¬ 
forms 

21 Jump off the platform 

22 The Courtyard. Take exit 

23 Get the bunny (the plat¬ 
form collapses). Don't inves¬ 
tigate the other pile . . . 
Leave it alone 

24 The Meeting room. Wait. 
Here's where you'll meet 
Heels - and you'll need his 
help to get any further. 

Now flip over to take control 
of Heels 
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Get as close as you can to 
the obstacles before jump¬ 
ing 

10 The only room which 
both Head and Heels pass 
through. Onward 

11 Nasty ledges which col¬ 
lapse. This room needs you 
to keep jumping and going 
forward 

12 Nothing really bad in this 
room go straight through 
first of all to get bonuses 

13 Seemingly impenetrable 
lattice room. There is a sec¬ 
ret hole (see screen shot) 
which lets you to the dough¬ 
nuts. Blast the whirly mons- 
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CHAT 


Route 2 - Heels 

1 Get on transporter. Leave 

2 Push spring in front of exit 
and jump out 

3 Climb on lift 

4 Jump on the conveyor 
belt. When you go around 
the corner start pressing the 
Jump button (assuming you 
are now facing the wall) - 
you will jump out successful 
when you reach the exit. 
Otherwise you'll die 

5 Fish room. Don't get the 
fish yet. Go through, instead, 
to the room on the left 

6 Prince Charles room 


when the robots are stopped 
(it switches them off) you are 
left with a clear pathway to 
get through. If you get it 
wrong go out of the room 
and try again 

16 Boring ledge. Jump 
down off to the left 

17 A Room that needs pati¬ 
ence. It's less difficult than it 
seems but you need to be 
patient. Heels needs to get 
out of the exit on the left. He 
must pile up the four blocks 
one on top of another and 
then jump off the top. The 
beacon gets in the way but if 


Steer robot Prince Charles 
with the joystick (Charles 
moves in the direction you 
push against). Use Charles 
to push the block in the 
corner along the wall to the 
square one square away 
from the ledge which runs in 
front of the exit and in a line 
with the conveyor belt. 
Move Charles to the square 


still. Run back and forth in 
the same spot until the lift 
arrives and then get out of 
there . . . 

8 Double room. Simple. 
Push one drum to the exit, 
pick up the other. Stand on 
one drum and drop the one 
you are holding. Jump out 

9 The only room they both 
pass through. Run through 


<rl\/Z4- 


10 Corridor. Run through 

11 This is a horrendous 
room. Use same technique 
as before to keep mouse 
away whilst simultaneously 
watching out for the beacon. 


by the wall just after where 
the conveyor belt ends. 
Move Heels to the exit ledge 
square, in line with the con¬ 
veyor belt and use the block 
and Charles as stepping sto- 


Somehow get on lift. The 
bunny if collected will make 
you bounce higher which 
enables you to dodge a bit 
better but in some ways 
makes the next bit more dif¬ 
ficult . . . 

12 On the lift. The ledges 
are difficult. The first one 
collapses and it is all too 
easy to bounce straight off 
the next one. If you don't 
have extra bounce stand 
right on the edge of the lift 
facing the south east. Jump, 
jump, don't jump anymore! 
face exit and leave 

13 Double room. Needs 
some careful jumping. Jump 
on to first spring, move near¬ 
ly off it and then jump as far 
as possible over the second 
spring and on to the next 
platform. The platforms be¬ 
fore the next exit tend to 
collaps so keep jumping and 
turning to jump out 

14 Boring room. Leave 

15 Push the ball against the 
switch, timing it so that 


it gets too near jump on a 
block (drop one and jump on 
it if you are carrying one). 
The biggest problem really 
is the beacon pushing your 
blocks around. Best to set 
them up slightly off to the 
right of the exit I've found 
then they get pushed in the 
right direction . . . Exit 

18 Run along corridor 

19 Rush the spring so that it 
stops robot moving. Jump 
on to the spring and jump off 
over the head of the robot. 
Exit 

20 Jump off ledge and . . . 

21 Heads meets Heels. Yip¬ 
pee!!!! Get Heels to pick up 
the block. Join up Heads and 
Heels, move over to exit, 
drop block and jump from 
on to of it . . . 

CONGRATULATIONS YOU 
ONLY HAVE A COUPLE OF 
HUNDRED ROOMS TO GO 


nes to get to the bag. Come 
back the same way. Exit. Get 
the fish and pick up the drum 
thing put it down in front of 
the exit and jump it and then 
out 

7 First of the Darlek mice. 
These are swine. You need 
to get to the left in the cor¬ 
ner. Technique for avoiding 
the mouse is not to stand 










...TARGET... ENEMY NUCLEAR DEVICE... 
...ATTACX...INFILTRATE...LOCATE...DESTROY... 




MANOEUVRE YOUR WAY THROUGH 7 SCREENS 
OF FURIOUS COMBAT ACTION IN THIS NEW 
9 jtt MULTI-ROLE ARCADE GAME. JL 

MtoM From jeep to helicopter and then on foot you cross 

deserts and jungles to reach the enemy headquarters. 

Your mission is fraught with danger and excitement - your armaments vary from hand 
weapons to missiles but your objective remains the same - information - at the enemy 
” .vcamp, locked in a safe at their heavily guarded complex/® 

You’re on your own, you must succeed for there’s no turning back in Army Moves . . . 

Time to play hero? 
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£7.95 

6 Central Street • Manchester • M2 5NS 



COMMODORE 
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Zub 


Steve Phelps from 
Gloucester has been delving 
deep into his copy of 
Zub, Mastertronic's very 
wonderful platformsy thang. 

He's been messing around 
with his Multiface 1 and unc¬ 
overed something pretty a- 
maz-ing! If you've got a 128, 
Load in Zub using the 128K 
mode tape loader option. 
Play the game and then hold 
down the 2, 4, 6 and 8 keys 
simultaneously. Suddenly 
you're in a cheat mode! 
You've got 'CHEAT' flashing 
across the top of the screen 
and are invincible to every¬ 



thing except the boundary 
walls. But that's not all!! Still 



in 'Cheat' mode press the 1, 
3, 5 and 7 keys simulta¬ 
neously - and suddenly 
you're in a whole different 
game! Honestly! It's called 
Light Farse by As Fast As 
You Like Software. Appa¬ 
rently Binary Design which 
wrote Zub had a day left at 
the end of the production 
schedule for Zub and wrote 
the spoof in the last after¬ 
noon. . . Thanks Steve, nice 
hacking! 

Short Circuit 

A looks like a totally boring 
_ and dud game based on a 
™ rather boring film. However, 
you are getting paid to test 
the things, so you load it in 
and it turns out to be quite 
good, with nifty graphics, 
I value for money, - a won¬ 
derful 128 soundtrack and 
_ challenging gameplay. So, 
“ what do you do next? well, 
you wait until somebody 
g sends in a cheat and here it 
is. Ian O'Connor and Karl 
Fudge sent the necessary 
I goodies in and also included 
a map for your delight. It's 
_ all fairly straightforward and 
™ the tips and room numbers 
meant to correspond to the 
^ map. 

• First of all Link up with 
the terminal in Room 2. Load 

I in the programs to allow 
Number 5 to Search and 
h Use sometink. Then Search 
® the Draw Unit in the same 
room and in it you will find 
^ the Blue Passcard. Take this. 

• From Room 2, go on to 
Room 32 (There's quite a bit 

I of travelling to do in this 
game) Use the Blue Pass¬ 
im card to open the locked 
door. Go through the door 
and use the passcard again - 
| doing this will then keep the 
door open and it is neces- 
sary to open the doors twice 
™ virtually everywhere. 

• Pop off to Roomus 34us 
gi and Link up to the terminal. 

Once you've gained access, 
load up the Drop program. 

■ Now throw the Blue Pass- 
card on to the bench and 
forget about it utterly, total- 

■ ly, absolutely etc. 

• Toddle (oh, good grief, 
g| he's started - Ed) off to room 

22 where you will come 


JON MOLAR'S 

ZAP 

CHAT 

across a spares box. Search 
this and you'll be rewarded 
with a Jump Hardware 
thingymagig. Move across 
the room to one of the 
robots and Search them to 
get the Laser Software. 

• Move Number 5 to Room 
25 and Use the Red Passcard 
to open the door. Move your 
box of gadgetry into the next 
room, remembering to open 
the door twice. The door will 
now stay open. Pop off to 
Room 47 where you will 
need to drop the Laser Soft¬ 
ware and Jump Hardware 
on the drawer unit. Lob the 
Red Passcard on to the sofa 
next to the drawer unit and 
go off to Room 5. (that's all 
the way to the top and turn 
right at the second set of 
traffic lights). 

• Once in Room 5, Search 
the desk. Inside you should 
find the File Key. Grab hold 
of it and escort (Yes I've just 
bought one - does that make 
me a yuppie - David? De¬ 
pends if it's all white with the 
sun-roof - Ed) it all the way 
back down to Room 42. Use 
the File Key to open the file. 

Drop the key on the sofa and 
sift through the file. You 
should find a Pink Passcard. 

• With the Pink Passcard , 
waffle your way all the way 
back to Room 5. You should 
now be able to open the 
locked door in Room 5 and 
once you get inside the next 
room Search the draw unit 
and you should find a Draw¬ 
er Key. Take this and head 
off to Room 16. In Room 16, 
there will be a drawer unit 
which, believe it or not, can 
be opened using the Drawer 
Key. You will then be pre¬ 
sented with a White Pass- 
card which you need to take 
to Room 36. 

• Drop the Drawer Key in 
the nearby plant pot for fu¬ 
ture use. Use the Pink Pass- 
card to open the locked 
door. (Beware: When in this 
room there is an enemy 
droid, so go in and turn 
round so that you can rush 
out immediately.) 

• Provided you managed to 
escape the droid, you should 
now be back in Room 36. 

Now drop the Pink Passcard 
on the nearby table and so 
you should now only have 
the White Passcard. 

• With this card, go to 
Room 44. Use the White 
Passcard to get through the 
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door. (You can only go 
through this one once, so 
there is no turning back!) Go 
straight to Room 36 because 
the droid that was in Room 
37 has now moved his elec¬ 
trical bits to Room 26. 
Search the plant pot and 
take back your Drawer Key. 

• Go off to Room 37 and 
unlock the Drawer Unit. In¬ 
side this is the Grey Pass- 
card. Take the passcard and 
drop the Drawer Key on the 
nearest table. Move out of 
this room and grab the Pink 
Passcard from the table. 

• Go down and use the 
Grey Passcard on the locked 
door in this room. Before 
you leave, pick up the Red 
Passcard from wherever you 
last left it and then exit the 
screen. 

• Use the Red Passcard on 
the locked door in the next 
room. Now tror (or even 
trot! Get a new typewriter - 
Ed) off into Room 49 where 
you'll come across another 
locked door. Use the Red 
Passcard again on this door. 


Drop the passcard you have 
just used somewhere in the 
next room. Continue on to 
Room 51 and open the lock¬ 
ed door in this room with the 
Grey Passcard. 

• Once you've used the 
passcard, drop it some¬ 
where in the next room. 
Move on to Room 29 and 
Search the bin where you'll 
find a Hacking Disk. Wrap 
your filthy hand around it 
and take it back to Room 50. 
Here you'll find a computer 
terminal. Move over to this 
terminal and Use the Hack¬ 
ing Disk. You will be allowed 
access to the computer 
security system. Have a fid¬ 
dle. Make sure that the sys¬ 
tem is set to Secmode Low 
before you leave though. 

• Keep hold of the Hacking 
Disk and head back to Room 
47. Here you need to Search 
the draw unit and take the 
Laser Software pack which 
you dunked there earlier. 
Now you have to do a bit of 
jogging - you need to take 
the Laser Software pack up 
to Room 18 and then drop it 
on the sofa. Go all the way 
back to Room 47 and then 
grab hold of the Jump Hard¬ 
ware. Take that back to 
Room 18 and drop it next to 
the Laser Software. 

That's all on Short Circuit 
for this month. If you're de¬ 
sperate for the rest of the 
solution then tune in next 
month. 





^ was on the top of the piles 
and consequently here are 
the formulated tips (Well, 
| there was a good link if ever I 
wrote one.) 

Nemesis I reckon, isn't too 

■ brilliant. Let's get that sorted 
out. In fact, it's a pretty dull 

m shoot 'em up which does not 
even rank close to Uridium. I 
found the 'block' around all 
| of the graphics very 
annoying - instead of 
'squeezing' past the 

■ enemy, you have to fly wide 
to survive. Enough said, 

h here are some tips for those 
who have the game and like 
it. 


ery time you manage to col¬ 
lect a capsule, a square on 
the menu in the lower half of 
the screen will be highlight¬ 
ed. You'll soon realise that 
the aliens appear in a repeat¬ 
ing sequence. They appear 
firstly in the lower half and 
then move to the upper half 
and so on and on and on 
until the stage ends. You can 


STAGE OME - DlAQFlAFl A _ 

SECjOMD WAVE 

€ © € *> O 


€ €) € G $ 

FIRST WAVE OF ALIENS _ 






Being technically minded, 
I decided to give the tips to 
the game in various stages. 
If anybody has got past 
these stages and has 
enough time to map them, 
then I'd be grateful to re¬ 
ceive any scribbles in the 
post. 

Stage One 

This part of Nemesis is 
perhaps the easiest of the 
lot. You're flying along in 
open space and the aliens 
attack you in groups of ab¬ 
out six from the top and 
bottom - see Diagram A. 
The first thing to do is to fly 
your ship to the lower part of 
the playing screen and keep 
blasting. You should be able 
to wipe out the first bunch 
fairly easily and a capsule 
will be launched once all the 
aliens are destroyed. Fly into 
this capsule to collect it. Ev- 


STAGE TWO-DIAGRAM & 



STAGE THREE. - DI AO RAM C 



STAGE FOUR. -DIAGRAM V 


m 
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E ULTIMATE BACK-UP DEVICE FOR ANY PR OGRAM 
■48K&128K0N ANY SPECTRUM -48K&128K 

Just as perfect as MULTIFACE ONE, but with extra NEW FEATURES 

!! FORMAT microdrive cartridges to 100*K !! SAVE fo tape at TURBO SPEED!! 
f! ....and of course - SAVE FULL 128K programs !! 

* Load ANY program . stop it at ANY point and SAVE it to TAPE (2 speeds) MICRODRIVE & DISCOVERY. 

* Most powerful and efficient compressing for fast re-loading & usmg' room ° n a 

rartridaes - combined with 100+K formatting, even 128K programs should fit on a single cartridge 
★%i#y automatic, 100% reliable, needs NO additional software, takes NO part of Spectrum RAM has ts 

™Me%-d™n & wM prompts and one-touch commands: 1) Push button 2) Select function: ■ exit/return/save/ 
tool/orint/iumD 3) Input name 4) Save program or screen only to tape/hyper tape/cartridge/disc 

* Built-in MULTI-TOOLKIT with extensive facilities for studying/modifying/developing 

it- Extremely simple to use, user-friendly, fully error-trapped, fully guaranteed, PURE MAG C 

* Pro q i^a m s s^a ved°w i th^ a ny MULTI FACE 1 can* RUN independently (except turbo tape back-ups saved at turbo speed) 

Owne^of multifece one canget a 15% discount or upgrade for £24.95 (£19.95 ,f under guarantee) 




A fantastic twin 
in time - both v 

never did before 


pack of . -- 

'y intriguing and exciting, complex 
rravel in time backwards and forwa 
- certainly not in any adventure yi 
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A ghost town stands in the way of 
STEEPLEJACK can demolish it with t 
lead boots in this highly fresh, or 
game- STEEPLEJACK must be very f. 
there is a whole army of creature 
find in a ghost town, so much to c 


' M87 and only 
i drill and oversized pa 
mal, and stylish < 


; and strong 


SINII 

Perfect Z80 DISASSEMBLER residing in MULTIFACE 128’s or ONE’S 
RAM (please state which version). 

The ONLY ONE that can freeze ANY RUNNING Spectrum program and 
disassemble it! View, find/search, alter, dump to printer, etc. 
ABSOLUTELY UNIQUE, ingenious, educational, SIMPLE TO USE. 


The ORIGINAL owltiface Me© available at £39*95 only 

★ SAVE 48K programs on any Spectrum to tape/microdrive/Discovery & also to ^afadrive BETA and 
KEMPSTON (please state if using BETA or Kempston disc interface) * with a built-in JOYSTICK INItHhAUt 


r/wltifocrj THE ESSENTIAL SPECTRUM COMPANION 


I enclose a cheque/PO for £. 

£ Nol 


Complete Spectrum music system for writing, editing, playing, 
printing & storing music with real notation graphics. 


4 utilities fo* m’drive.2 forwafadrive, 2 for Opus Discovery.. 


TOP SOFTWARE AT BOTTOM PRICE 


(UK & Europe please 
add £1 overseas £2) 


or debit my 

Name. 

Address. 


MULTIFACE 128 
MUSIC TYPEWRITER 
SELENE & ANACHRONISM 


£44.95 □ MULTIFACE ONE 
£ 7.95 □ GENIE 
£ 9.95 □ STEEPLEJACK 


. Card expiry. WRIGGLER Amstrad/Spectrum tape £ 2.95 □ Amstrad disc 

. TRANS-EXPRESS cartridge^ diskp waferP 


£39.95 □ 
£ 9.95 □ 
£ 4.95 □ 
£ 9.95 □ 
£9.95 ea 




B#ttAHTlC B f § 15 Hayland Close London NW9 OLH 24 hrs 


01-200 8870 [HD 



COMPUTER 

REPAIRS 


Midcomm International Ltd is a company that 
specialises in computer repairs. 

And can offer you the following 5 star service: 

★ Repairs carried out to manufacturers 
requirements using the most up to date 
diagnostic equipment available. 

★ Skilled technical staff. 

★ Modern, customized workshops. 

★ 4 hour soak test on each repair. 

★ All repairs guaranteed. 


For a fast, efficient, reliable and professional 
service, call with or send your computer, together 
with a brief description of fault to: 

Midcomm International Ltd 
Unit f 

Birch Industrial Estate 
Whittle Lane 
Birch 

___ Heywood — 

Lancs OLIO 2RB 


Tel 0706 625 166 


VISA 


NOW ■ 

TAKENi 



Special Offers Spectrum 

Last few p&p included 
RRP OUR 


Mag Max 
Bazooka Bill 
Trail Blazor 
Computer Knight 
Breakthru 
Eye of the Mask 
Revolution 
World Games 
International Karate 
Lightforce 
NowGames4 
Hit Pack 2 
Enduro Racer 
Agent Orange 
Avenger 

Nemesis Final Challenge 
Army Moves 
Football Manager 
Mega Hits (Ten games) 
Zorro 

Into the Eagles Nest 

Sentinel 

Leaderboard 

Arkanoid 

Thanatos 

Nemesis the Warlock 
Cosmic Shock Absorber 
Ace of Aces 
They Sold a Million 3 
Cyrus II Chess 
Dandy 
Heartland 
Konami'sTennis 
Xarq 
Hustler 
Mario Bros 
Bear Bovver 
Nomad 
NowGames3 
Embassy Assault 
Super Brat 
Caverns of Kontonia 
Dan Dare 


7.95 5.50 

8.95 3.95 

9.95 3.95 

7.95 3.95 

8.95 3.95 
9.99 1.99 

9.95 1.99 

8.95 6.50 
6.50 2.99 

7.95 4.95 
9.99 6.95 

9.95 6.95 
9.99 6.95 
9.95 2.99 

9.95 4.95 

7.95 5.50 

7.95 5.50 

9.95 4.50 
- 4.95 

7.95 2.99 

8.95 6.50 

9.95 6.95 

9.95 6.95 

7.95 5.50 

8.95 2.99 

7.95 5.50 

7.95 5.50 

8.95 6.50 

9.95 4.95 
12.95 2.99 

9.95 2.99 
9.99 2.99 

7.95 2.99 

9.95 2.99 

2.95 1.20 

7.95 5.50 

- 99p 

7.95 1.99 

9.95 3.95 

- 99 p 

- 99p 


Prodigy 9-95 2.99 

Computer Hits 10 Volume 3 9.95 3.99 
Gyroscope 

Geoff Capes Strong Man 
MoonCresta 
Robin of Sherlock 
Hijack 

Trivial Pursuit 
TaiPan 
Nightshade 
Knight Lore 
Alien 8 

Express Raider 
Infiltrator 
Rock and Wrestle 
The Young Ones 
Falklands’82 
Bismark 
Silent Services 
Bander 

Legend ofKage 
Valhalla 

Masters of the Universe 
Rebel Planet 
Wham the Music Box 
Price of Magik 
Quazatron 
Bored of the Rings 
The Boggitt 
Frost Byte 
Tarzan 

Bobby Bearing 
Xevious 
Paperboy 
Beach Head 2 
TerrorCresta 
River Raids 
CopOut 

Amazon Woman 
Vulcan 

Legions of Death 
Short Circuit 
Fist 2 

Footballer of the Year 
Konami'sGolf 
TopGun 
Jail Break 
Crash Smashes 1 
Head Over Heels 
Crash Smashes 2 


7.95 1.99 
7.95 1.99 

7.95 2.99 

9.95 2.99 

9.95 2.99 

14.95 7.95 

7.95 5.50 

9.95 2.99 
9.95 2.99 

9.95 2.99 

8.95 6.50 

9.95 3.95 

7.95 2.99 

9.95 2.99 

7.95 2.99 

9.95 6.95 

8.95 6.50 

7.95 2.99 

7.95 3.95 

14.95 1.99 

8.95 3.95 

7.95 2.99 

7.95 2.99 

9.95 2.99 

8.95 2.99 

7.95 2.99 

7.95 2.99 

9.95 2.99 
9.95 2.99 

9.95 2.99 

8.95 3.95 

7.95 5.50 
7.95 2.99 

7.95 3.95 

9.95 2.99 

9.95 2.99 

7.95 2.99 

9.95 6.95 

9.95 6.95 

7.95 5.50 

8.95 6.50 

7.95 5.50 
7.95 5.50 
7.95 4.95 

7.95 5.50 

9.95 4.95 

7.95 5.50 

9.95 3.95 


1 DEPT SU 6 

1 47 BRIDGE STREET 
NEWCASTLE 
STAFFS 
ST5 2RY 
Tel: 0782 619159 


7.95 5.50 

7.95 5.50 

9.95 6.95 

7.95 4.95 
1.99 1.50 

9.95 6.95 
- 99p 

1.99 1.50 

1.99 1.50 

7.95 5.50 

8.95 6.50 

8.95 6.50 

7.95 5.50 

8.95 6.50 

7.95 5.50 

9.99 6.95 

9.99 6.95 

8.99 6.50 

9.95 6.95 

9.95 2.99 

7.95 4.95 

4.99 3.99 
12.95 10.50 

7.95 5.50 

1.99 99p 
1.99 99p 

1.99 99p 
1.99 99p 
1.99 1.15 
1.99 1.15 

8.95 2.99 

8.95 2.99 

9.95 3.95 

7.95 1.99 

9.95 2.99 

7.95 1.99 

9.95 6.95 

8.95 6.50 

9.95 6.95 

8.95 6.50 

9.95 4.95 

9.95 3.95 
9.95 6.95 

12.95 9.95 
9.95 6.50 

14.95 10.50 
9.95 6.95 


Five Star Games 2 
MrsMopp 
Thrust 2 
Feud 

AufWiedersehen Monty 

Academy 

Martianoids 

Wonderboy 

Last Ninja 

Saboteur 2 

Quartet 

Killed Until Deat 
Metro Cross 
Star Raiders 2 
Mindspole 
Trapdoor 
Deeper Dungeons 
Battlefield Germany 
Ghost and Goblins 
Kane 

Octigan Squad 
Lap of the Gods 
Universal Hero 
Speed King 2 
Hypaball 
Future Games 
Project Future 
WinterSports 
Vectron 3d 
Spindizzy 
Mantronix 
Hive 

Impossaball 

Scalextric 

NeverEarth 

Hardball 

128 GAMES 

Future Knight 
Kingdom of Krell 
loom Graphics 
Little Computer People 
Star Glider 
Stars on 128 


P&IP Free on all ordersoler E^Oo'under £5.00 please add 50p. Overseas please add 
£1.00 per game. Some offers are only while s * ocks ' ast -^ these 
offer a fast reliable service with well packaged goods. Phone our hotline for any 
games not listed. 
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MON MOLAR’S 



CHAT 

collect at least five different 
capsules in this stage and 
this will allow you a choice 
of weapons. After testing the 
options available, we de¬ 
cided that it was worthwhile 
waiting to collect the option 
marked with a '?'. Choosing 
this option, arms your ship 
with a shield and allows you 
to blast and crash your way 
right through the following 
sections as long as you don't 
die. If you manage to survive 
long enough to collect a few 
more capsules, you should 
be able to collect the laser 
which is another goodie. 
Stage Two 

Once you get past the first 
part, the going gets tougher. 
Armed with your array of 
weapons from the last sec¬ 
tion, you now enter a land¬ 
scape full of the enemy. Re¬ 
fer to Diagram B and 
approach the section from 
around the mid-section. 
Wait for a few seconds and 
soon the first batch of aliens 
will appear. Blast the first set 
of spacecraft and then shoot 
to the top of the screen. A set 
of three gun emplacements 


will appear and tend to be 
rather dangerous blasting 
continuously at your craft. 
Provided you're already 
position at the top you 
should, by frantic waggling 
of the joystick and depress¬ 
ing the Fire button a 
thousand times a minute, be 
able to blast the fortresses to 
bits within a few seconds. 
Duck down immediately and 
watch out for any stray bul¬ 
lets. A walker should now be 
trodging along happily at the 
lower half of the screen and 
will soon let loose a wave of 
missiles in your general 
direction. The trick here is to 
duck down low and reduce 
you speed drastically so as 
to position your ship behind 
the walker. Once there, ham¬ 
mer the diddybonger 
slang for Fire button. No it's 
not - Ed) until the walker 
blows up and drops a capsu¬ 
le. Pick this up. You should 
now be able to go on to the 
next stage quite happily. 
Stage Three 

As long as you've man¬ 
aged to climb up and over 
the mountain after blasting 
the walker, you are now on 
to an easier part - see Dia¬ 
gram C. You need to duck 
down low again and knock 
out the fortress that's the 
first thing to appear. Whilst 
this is happening, a walker 
will have crept up behind 
you on the ceiling level and 
will probably have a whale 
of a time letting loose mis¬ 
siles. So, once again pull 
back and climb up behind 
him. If you manage to sur- 


Big Five Readers’ 
Chart 


Michael Brown 


What's the most sought after thing in the whole wide universe? A 
banana? A packet of Hedgehog flavoured crisps? A good link to the 
next part of the column? (Well, yes actually.) No, the thing 
everybody wants is to get their name in print isn't it? All you have to 
do is to send your top five games of all time and then include the 
worst, naffest, most totally useless game that you have got. 
Anybody who sends the goods in and does not include their 
favourite pop group, or should I say artiste, will be rounded up and 
forced to swallow six foot of rope and then cut open their stomach 
and gradually pull it all out. (Yes, I saw the Last Resort a few weeks 
back.) Michael Brown seems an intelligent enough sort of bloke and 
conformed to the rules to send in his chart and Fluff Riglar will run it 
off you you, pop-pickers. 


1 ZUB 

(Mastertronic.) 

2 ALIENS (Electric 

Dreams.) 

3 MARSPORT 

(Gargoyle.) 

4 ARKANOID 

(Imagine.) 
TOP GUN 

(Pah! this drivel 
came from Ocean.) 


■ r 

•D 1 



POKE CORNER 

Steven Carr from Preston 
has been at it again. 'At 
what?' I hear you cry! Well, 
supplying Pokes designed 
especially for the Multiface 
One, making |5Q| the only 
mag to help the users out 
when they are a bit stook. 
This month, there are some 
great pokes, some of which 
are even quite up to date! 
Gauntlet: 338,255 Keys: player 
one 

Gauntlet: 33833,255 Magic 


Gauntlet: 33833,255 invincible 
Gauntlet: 33864,255 Keys: play¬ 
er two 

Gauntlet: 33865,255 Magic 
Gauntlet: 33866,255 invincibility 
Jailforeak: 65364 Number of lives 
up to 255 

UghtForce: 40725,0 Infinite 

lives. 

tmpossabaH: 41185,0 infinite 
lives 

Arkanoid: 33702,0 infinite lives 
Arkanoid: 33127, Number of 
level 

Arkanoid: 38128, Blocks left 
Shadow Skimmer: 53872,0 Type 
both for infinite itves 

Shadow Skimmer: 53873,0 


JWP 


vive, blast the walker to bits 
as soon as possible. It'll then 
let loose a capsule which can 
then be picked up to gain 
extra missiles and the like. If 
you have timed everything 
OK, then you should not be 
able to move on to the next 
stage. 

Stage Four 

This is where things start 
otting up! All the following 
sets of screens that appear 
in the game are slight varia¬ 
tions of this one - see Dia¬ 
gram D - if you don't believe 
me. Every so often, a large 
building will appear in the 
screen and it could be posi¬ 
tioned either on the ceiling 
level or on the floor. These 
buildings take at least three 
missiles to destroy. If you 
have a shield (indicated on 
the menu as a '?'), then you 
can smash your way 
through most things, so 
these buildings will not be 
standing in your way for 
long. But beware! If you per¬ 
sist in using your shield as a 
battering-ram, it will soon 
wear out and evenetually 
disappear and this could 
cause some hairy moments. 

Also appearing every so 
often are aliens that bounce 
up from behind your ship. 
Keep an eye on your rear 
and, if necessary, move for¬ 
ward a bit so as to give you 
an advanced warning and a 
few inches of room to man- 
ouevre your ship in an 
emergency. (There are 
bound to be loads of] 
emergencies! 

At random intervals, 
the deadly walkers will 
sprout from their orifice 
and try their best to spoil 
your day- avoid flying 
along at the top or bottom 
of the screen for too long 
otherwise when a walker 
materializes, it'll bash 
straight into your ship. 
Therefore, the key to the 
puzzle, is to slam your 
joystick around 

hysterically and avoid 
staying in one place 
for more than a few 
milliseconds. Another 
old friend, the fortress, 
will also spring up on 
the ground level and 


should be blown apart. 

Before we say farewell to 
the subject of Nemesis, 
here's a letter from Q Van- 
dervill, who writes from Lon¬ 
don to say "Enclosed is an 
infinite lives Poke for Neme¬ 
sis Type Merge " "instead of 
Load" ". When the OK:01 
message appears, stop the 
tape and type in 57 Poke 
51949,0. Next, type Run and 
start the tape. Now you'll be 
armed with a full swod of 
lives to enable you to com¬ 
plete the game." 

If you've got an Interface 3 
or a Multiface One etc, the 
you can get the same effect 
by loading the game in as 
normal and the utilising the 
interface. Choose the Tool 
option on the menu screen 
and then type in 51949 as the 
address and 0 as the PokeW 
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lAf hen The Sentinel was 

yll released last year for the 

iSpgngp 

BACKGROUND NOISE 

mW BBC and C64 it scooped just 
about every available award for the 

l 

HH 



programmer, Geoff Crammond. 

Conversions were obviously a 
necessity, but a balance had to be 
struck between what was desirable 
and what was possible - some said 
that a game requiring full-colour 3D 
scrolling, arcade-style sequences, 
and 10,000 levels was a pretty tall 
order on the Spectrum. 

Firebird turned to us, Software 
Creations - a team of little known 
whizz-kids from Manchester 
because we guaranteed not just an 
authentic version of the game, but a 
few added extras too. I leave it to 
you to decide if we delivered what 
we promised. 

Software Creations has been 
around for little more than a year, 
and consists of myself, Richard Kay, 
Steve Ruddy and Mike Ager. 

Between us we’ve worked with a 
number of companies on projects as 
varied as Repton 3 (Superior) and 
the forthcoming Mystery of the Nile 
(Firebird). The Sentinel, however, 
was a turning point for us. It was 
fairly obvious that the C64 and BBC 
versions were of a very high 
standard indeed, both technically 
and graphically and it was important 
to get these details 100% right. If 
we did a good job Software 
Creations would get a lot of praise, 
if not. . . 

The project was commissioned in 
January after extensive meetings 
with the game’s creator Geoff 
Crammond. 

It wasn’t an easy job at all! The 
Spectrum just doesn’t run fast 
enough to software-scroll its 6K 
screen in the time taken to up-date 
a TV picture. The result is either a 
clean break in the picture, or a wavy 
disturbance running through the 
whole screen. I opted for the latter 
and surprisingly the problem is 
barely visible on the finished game. 
Vertical scrolling was a little 
simpler since it doesn’t actually 
move the screen data. Using an 8K 
buffer, some nice self-modifying 
code, and lots of LDI instructions 
creates an effect very similar to the 



B ackground Noise looks behind the top games of the 

moment and speaks to the programmers who sweated 
blood to produce them. Background Noise looks from 
the author's point of view — at the particular programming 
problems and the way they were solved 


The Sentinel 

Firebird 


other versions of the game. 

Colour was another major 
problem. The four colours of the 
BBC version were simulated by using 
four pixel patterns - all 1’s and 0’s, 
course and fine ‘checkerboard’ 
stipples. The background sky is 
made up of alternative 0 and 1 
stripes - check out older Spectrums 
for some interesting effects! 

The music was written by my 
brother Tim, and is a four-channel 
simulation of the Beeb version. 
Unfortunately the program has to 
stop while the music plays, so I 
included a ‘music off’ function to 
keep everyone happy. 

Another real stumbling block was 
Geoff’s pass-number protection 



on the Amstrad version rather than 
all at once and then compare it with 
mine - nifty stuff, even if I do say so 
myself. . . 

Final touches included nicking 
the Beeb loading screen from the 
back of the box, and a joystick 
selection screen, I also got a 
chance to use my ‘scrolling text in 
the border routine’ which I’d been 
dying to try out for ages. Oh yes, and 



mm 

_Jfiiiifli 



- 

. 



on this version you get to toggle the 
colours by pressing the V key - 
check out some of the more 
psychadelic combinations (if you’re 
not prone to epileptic fits) 

The conversion was finished in 
early April and released shortly 
afterwards to, so far, ecstatic 
reviews. We were all pleased with 
the way the final game turned out - 
especially given the complexity of 
the original and the time we had and 
Firebird are too. . . You can’t ask 
much more than that can you! 


me out by phone and things went a 
lot smoother after that. 

I ended up writing it on a Beeb - 
opting for the speed of the Beeb’s 
disc-system and cross-assembling 
to the Spectrum later. This gave me 
some problems in the screen-display 
department as the Spectrum works 
32x24 screen rather than the 40x25 
screen of the original. Fortunately 
Geoff was able to come up with a 
scaling routine to produce a final 
result very close to the Beeb 
version. This was the one bit most 
people said couldn’t be managed, so 
I’m glad we proved them wrong! 

Compared with the Amstrad and 
the C64 versions the Spectrum has 
an advantage in memory size, and 
this is very evident in the final 
version. I had to overwrite the 
printer buffer and the system 
variables to fit the extra-large 
buffer in, but take a look at the way 
large objects appear in two halves 


Mike Follin 
Software Creations 
(with help from Richard 
and also Mike at 
Firebird) 



AUF WIEDER- 
SEHEN MONTY 


Send coupon to: Auf Wiederse- 
hen Monty Smash Offer, Grem¬ 
lin Graphics, Mail Order De¬ 
partment, Alpha House, Carver 
Street, Sheffield, with a cheque/ 
postal order made payable to 
Gremlin Graphics for £6.99 
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Newsdate: June 


UNDER 

RAPS! 


■ Design Design, fresh from its 
stint on the new James Bond 
film The Living Daylights, has 

started to produce The Sewer, also 
for Domark. It’s the next game on 
the Streetwise label and takes place, 
yup, in a smelly wet place 
underground. It’s a bit like the 
arcade great Boulder Dash but 
includes a robtic arm to manipulate 
the environment. 


■ Martin Gannon of Gannon 
Designs, the company which 
put The Hunt For Red October on 

the map, is programming The Tube 
for Quicksilva. It’s basically a shoot 
’em up in an inner tube - sounds 
original - through which you fly to 
the ominously named Capture Area 


■ The in-house programming 
teams at Ocean are busy - 
even as we speak - working on two 
new arcade coin-op conversions. 
Both are shoot ’em ups - Slap 
Sight, and Stay Slay. No firm 
release dates have yet been set 


■ In-house programmers at 
Ariolasoft have started work 
on Star Fox a continuation of the 
Sky Fox and Desert Fox arcade 
combat simulators. Just as the 
other games put you in aircraft 
near the ground or sea. Star Fox 
takes you on an imaginary strafing 
run in the depths of space. It’ll 
appear on the Reactor label in early 
autumn 


■ Martech has retitled its 

Satellite War game 
Armaggedon Man, no doubt 
because Ronnie’s Star Wars plans 
seem less and less likely. It’ll still 
concern the battle to stop the 
nuclear destruction of the world 
and is planned for release in July 


G1S 


BUBBLER 


Send coupon to: Bubbler Smash 
Offer, US Gold, Units 2 and 3, 
Holford Way, Birmingham B6 
7 AX, with a cheque/postal 
order made payable to US Gold 
for £7.49 





Whod'ij 


PLATOON 


W hat’s the hottest movie around right now? 
Which movie has grossed hundreds of 
millions by wringing the US psyche and 
scooped four Oscars in the process? And which 
movie has Ocean won the rights to? 

Platoon Had to be really, didn’t it? 

Ain’t there something chronic ironic about the 
fact the licence for Ollie Stone’s anti-war film 
should go to the very same software house that 
brought you. . .Rambo. 

The film centres around the activities of a 
platoon of American soldiers during the Vietnam 



■ Simon Golding, one-time in- 
house programmer at Ocean 
and author of Short Circuit, is 

programming Spearhead, a 
helicopter battle game, for CRL. It’s 
a 2D game and shows the chopper, 
blades a-whirling, from a birds-eye 
view. Release date is set for July 


ggk Tread very carefully. Look 
behind you at regular 
intervals. Don’t draw back the 
shower curtain for a while. The 
man who brough you Manic 
Miner is back. Just when you 
thought it was safe to plug in your 
joystick again, Matthew Smith goes 
and brings out a new game for 
Software. Projects, And it’s not going 
to be nice. Software Projects wasn’t 
giving an .awful lot away about this 
one, gh Uh^Btely title 

of Attack of the Mutant Zombie 
Flesh-Bating Chickens from 
Mars. Honest 


■ Firebird is m the process of 
putting out on .budget a whole 
bunch of old full price Activision 
stuff. The game include Zenji, 
Pitfall II, Toy Bizarre, Hero and 
Decathlon, all of which are US 
arcade imports of dubious quality, 
put out when Activision UK was 
just a baby, and also some better 
bits and pieces 



AfeSD Game Maker, from CRL, is 
IVto be resurrected and should be 
up, running and around in late 
summer 


Now Games Four, from 
Virgin, has come in for 
criticism from. 128K>2 owners 
who claim that two of the games, 
Dan Dare and Misson Omega, will 
not load on their machines. Virgin 
admits that there were initial 
problems with Dan Dare because of 
; i|ie fast leader, but tils was. : i 


Spanish software distributor. 

Erbe. is using a novel way to 
combat program piracy. The 
company has dropped the price of 
British imports such as Top Gun, 
Trail Blazer and Dridium to 
<£4.25 - that’s roughly half the 
pried of the software-sold in the UK • 
Brit software houses, such as 
Hewson, are happy with the move 
as foreign distribution requires no 
added production costs and 
customers are more likely to: buy 
original games whiph.are now at a 
lower price than.'the pirated ones, 
Don't expect to pick up cheap 
software when you go over to Spain, 
though, British Customs and Excise 
tells us that software sold in Spain 
can only be used in that country 
unless an export license is 
granted.,, And of course you 
mustn’t bring back .more bottles of 
wine than you can fit into a big . . . 
hamper etc, etc. Anyhow, it looks 
like Spanish readers are one up 
on the rest of us. How about Ocean, 
Gremlin, dr Hewson cutting the : . f 
price of software in half in this 
country? Oh, oophs, almost forgot, 
MastertroniC already has . 



• Woolworth and Mastertromc 
have teahied upjth.give mid- • 
price range companies such as 
Gremlin, a run for their money. The 
retail chain is stocking special 
three-packs of newly released 
MastertroniC games, including 
Spaed King II, Kobyashi Naru 
and 180, for an equally special 
<£4.99 - we wonder where they got 
that jpriee recently .L 

started a rahge of mid-priced games 
- at £4.99 ~ but most of the titles so 
far have been re-releases such as 
West Bank. Looks like 
MastertroniC could clobber 
Gremlin. Just a little .. 


so that it loaded successfully. The 
company is unsure about Mission | 
Omega, though a spokeswoman 
says it could again he a tape loading 
problem, If you’re having problems 
with the tape either fiddle with the 
tape alignment of your datacorder 
or. simpler still, send it back to 
Virgin. It’s all a shame because the . 
compilation isn’t bad - Dan Dare 
itself is xn fact pretty wonderful. 
Virgin aiso reckons the pack’s 
pretty good and has got a bit carried 
away in its ad. ‘Five jpl priced hits* 
each chart topping,' says the blurb. 
Anybody know which chart Jonah 
Barrington’s Squash, Hacker or 
Mission Omega were top of? If you 
do drop us a line 


Melbourne House’s new 
wF masters, MastertroniC. has 
scrapped one of its titles, 
immediately prior to launch. 
Inspector Gadget, reviewed in 
this issue, was on the point of being 
.released wiien Mastebfrpiiic 
stepped m to stop it. Apparently 
MastertroniC felt the title wasn’t up 
to Melbourne’s usual standard. 
There's no indication now of 
• whether the t|ge will ever be 
released. The Q review (page 62 ) 
could well be the last the world sees 
of Inspector Gadget, probably no 
bad thingllj 































































News date: June 
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BBder the | 
budget conaeious eye of its new 
masters. Mastertronie. is really 
Hogging its JRB Tolkien license to 
death Hot on the dr agon-scorched 
heels of LOR II - The Shadows of 
Mordor. is born a snappy little 
arcade strategy number called Wiz 
It's an oddly-timed folX6w4p to the 
classic Hobbit adventure game but 
is very similar in garheplay to 
Hewsons rireiord You are a level 
one wizard's apprentice but have 
the chance to move up the spell- 
casting ladder by going on a quest to 
the magical lands of Hiflheim.and 
Midgard. Fight demons, 
necromancers and other wizards in 
your bid to fill your empty spell 
book and become a Fifth Stage King 
Wizard. The game’s due for a June 
release with, a &9.9S tag . 


BastenAers publisher 
• Maesen has gone into 
voluntary liquidation following the 
Pop of the 'arcade’ game hased. on 
the successful. BBC TV- soap opera • 
The-W Wales-based company denied i 
the existence of the.gaxne to 
reviewers- and Other m'eihbehs of the. I 
l iw .$ eveh: after the now s of the 
toompahy"s demise, presumably ' 

• because of the bad reviews given to 
i L by those magazines which had 
seen it. During its uninspired two- 
year lifespan, Maesen also released 
several quiz games licensed from 
I TV game shows such as Treasure 
Hunt and Blockbusters. Before 
the Crash. Maesen was due to 
release a second Bastendters 
arcade game in June 

■ Helicopters are the thing •'' ' 
these days, so it’s not 
surprising that Status Software is 
launching into the Spectrum 
market with a whirlybird arcade 
game called Tiger Mission, The 
enemy hasn’t got a chance as you 
launch your heat seeking missiles 
and drop bombs on five levels of 
momr-scorched territory. Then 
again* the gun implacemants of the 
landlocked first levels may look 
easy to destroy but the ships 
waiting, like sitting ducks, at. the 
docks and at sea are. armed to the - 
.choppers. 'State, ^qltware hasn-t •• 

••• &ieS a ..ptf^Cvdr-reiCa^ but the 

game’s likely to. appear diiring early 
• e uhhiie r .. .. 


• If you’ve got a VTK-6000 

to 

use - and lets face It, who doesn’t - 
you can now up-grade its 
communications features with a 
new plug-in recplaccment Rom 
from Spectre Communications. It 
features the usual screen and 
Mieronet 800 mailbox editors but it 
will now work with all versions cl 
the Spectrum. It contains scrolling 
terms! software for bulletin board | 
use. supports Epson compatible 


printers, and. will work with both 
microdrives and discs. It costs 
£££.94 and, if you're a lard fingers 
with da micro chips, Spectral! it 
for you for a small fee. More info 
from The Old School. House, Tenter 
' Row, Crosby Ravensworth. Penrith 
Cumbria. CA10 3JA 


: 
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war in the ’60s. In charting the progress of would- 
be soldier Charlie Sheen from raw recruit to 
fighting machine the movie sets out to uncover the 
true horror of the Vietnam conflict — something 
Ocean says it’s very keen to get across in its game. 
Ocean boss David Ward explains: “Despite all the 
critical aclaim and publicity given to the film we 
aren’t rushing to produce this program. Platoon is 
an honest piece of cinema and we intend to treat it 
sympathetically. 

“In computer entertainment the victorious 
soldier is usually the hero but in this film the 
heroes are much more complex. Platoon doesn’t 
contain the political rhetoric of Rambo. Therefore 
there’s a lot of work and thought required to create 
a stimulating product.” 

So Ocean is going to take its time at the drawing 
board, before moving on to program the game and 
the finished program is not expected to be 
realeased much before the end of the year. 

Ocean was just one of several top software houses 
bidding for the Platoon licence, but initially it was 
the film company, Helmdale, that approached 
Ocean, because it knew of Ocean’s expertise at 
producing film tie-ins. 

Ocean has, wisely perhaps, chosen its in-house 
programmers to produce Platoon after relying on 
freelancers to create such flops as Highlander and 
Miami ViceB 


• Firebird is thinking about a 
follow-up to Sentinel — that 
weird strategy game reviewed in 
last month’s [jjjjj. It’s unlikely to he 
seen this side of summer - or even 
winter — though as it’ll appear — if 
at all - on the C64 first 

• Roy of the Rovers, that 
ageless comic strip hero - 
believe it or not — is to be 
transferred to his own computer 
game by Piranha. System, the 
company which produced 
Deactivators for Ariolasoft, is. 
tackling the design job and you’ll be 
glad to hear that it’s not a straight 
arcade simulation or a select-a- 
team strategy game. The game’ll 
include some aspects of the sport 
but they'll be combined with other 
arcade obstacles. Roy’s due out on 
the streets in September, when the 
footballing season’s underway - 
cht>pwd mnvfi that bv Piranha... 


W hile Botham is allegedly head¬ 
butting waiters and MI5 is run¬ 
ning amok, software houses all 
over the land are fighting with each other 
for the rights to game licences. 

The rights to films, TV shows, coin¬ 
ops, books, characters of all kinds - even 
Botham - are all being furiously wheeled 
and dealed. 

Why do they bother? I’m not sure I 
know. There seems to be this idea that 
success breeds success and that, by 
linking any successful property with a 
game, hit status will somehow be magi¬ 
cally transferred to produce a charting 
program. 

Surely this is rubbish. Take Platoon, 
for example: an extraordinary (and unex¬ 
pected) movie hit and now an Ocean 
game licence. Ocean seems dead chuffed 
but what use is the tie-up? How do you 
make a game - and even should you make 
a game - out of a film which expressly 
sets out to portray the vile inhumanities 
of war (and in so doing flies somewhat in 
the face of most computer game scenar¬ 
ios). I can see the cassette inlay blurb 
now: “Your mission is to explore the 
village, fight the members of your pla¬ 
toon and stop them from burning the 
buildings and villagers, and try not to 
come home in a body bag.” Hmm... 

Software houses have their priorities 
seriously awry. Gameplay is what mat¬ 
ters, and any licence is an often inciden¬ 
tal bonus. East Enders was probably the 
triumph of packaging over content, but 
there have been a host of others: High¬ 
lander, Big Trouble in Little China, 
World Cup Carnival... 

The only kind of licences worth having 
for their own sake are those to existing 
games - either boardgames like Trivial 
Pursuit or coin-ops like Enduro Racer or 
Arkanoid. Here entertainment should be 
guaranteed via a tried and tested game- 
play. 

Slowly the message is getting through. 
US Gold has recently opted - rather 
cunningly - to go for licences of hit coin¬ 
ops which themselves have been based 
round licenced characters - Road Run¬ 
ner and Indiana Jones and the Temple 
of Doom. Gameplay and star quality all 
in one. At least, that’s the theoryB 




































COMPETITION 


WINNERS 


KNUCKLE BUSTERS 


H ere are the lucky winners 
of our Knuckledusters 
competition of a couple of 
months back. The correct 
answer to the question was - 
obviously - Dunroamin and 
thanks you very much to 
everyone who said “Aaah, for 
your information, Alcatraz isn’t 
a prison, as it was closed down 
blah blah.” 

The winner of the first prize, a 
Nike track suit, a pair of 
running shoes, a copy of 
Melbourne House’s 



Knucklebusters and a 
Knucklebuers poster is Jason 
McBurne of Dewsbury, West 
Yorkshire. 

The following fifty lucky 
people win a copy of the game: 
R Blake, Rayleigh, Essex, Steven 
Dye, Chesterfield, Derbyshire, 


Blake Hill, Penzance, Cornwall, 
James Brown, Wedmore, 
Somerset, Mark Charters, 
Belvedere, Kent, Malcom 
Nicholl, Antrim, Co Antrim, D A 
Robinson, Kingston on Thames, 
Surrey, Matthew Broome, 
Dartford, Kent, John Williams, 
London SW8, Mark Raynor, 
Townville, Castleford, West 
Yorkshire, John Rose, Walton, 
Liverpool, Martin Cowie, 

Buckie, Banffshire, Andrew 
Britton, Nailsea, Bristol, David 
Hosier, Hove, East Sussex, Jon 
Wheeler, Winchester, Hants, 
Nicky Crompton, Ripley, 
Derbyshire, M J Woodhouse, 
Sheffield, R Billington, St 
Athan, Michael Wilson, 
Darlington, C Durham, Richard 
Lloyd, Hythe, Hants, Rodney 
Tregale, Slough, Nicholas 
Robinson, Blackburn, 
Lancashire, Gershon Nubout, 
Angelsey, N Wales, Andrew 
Gee, Huddersfield, West 
Yorkshire, A Hulmes, 
Timperley, Cheshire, David 
McNames, Casheside Consett, 
Co Durham, Andrew Graham, 
Bangor, N Ireland, P C B Page, 
Univ of Liverpool, Liverpool, J 
Carr, Telford, Christopher 
Hotston, Gerrards Cross, Bucks, 
James Major, Almondbury, 
Huddersfield, Steven Abbott, 
Blackpool, Northshore, J K 
Marston, Wimborne, Dorset, 
Matthew Chandler, Kentschool, 
Hostert, BFPO 40, Carl Curtis, 
Yapton, West Sussex, 


Dunn, Wrymouth, Dorset, Rami 
Halwani, Shuwaikh, Kuwait, 
Paul Rafferty, Renfrewshire, 
Evan Woolley, Thurgarton, 
Notts, Matthew Burrons, 
Winsford, Cheshire, James 
Walsh, Amershaws, Bucks, 
Jason Hurst, Aston, Sheffield, M 
Robinson, Stoke on Trent, 
Richard Chatfield, Godaiming, 
Surrey, Eric Dent, Timperley, 
Altringham, Cheshire, M 
Rawstron, Accrington, Lancs, 
Stevan Pick, Leicester. 

And the following will each 
receive a Knucklebusters poster: 
Ryan Stanborough, Elsenham, 
Herts, Richard Holden, Ipswich, 
Suffolk, Craig Watson, 
Dunfermline, Fife, Andrew 
Bean, Acomb, York, Roland 
Keates, Duffial, Derbyshire, 
Philip Sessions, Watton at 
Stone, Herts, James Little, 
Newquay, Cornwall, Paul 
Wharton, Co Armagh, N 
Ireland, Emma Davies, 
Bishopston, Swansea, 
Christopher Leonard, Glasgow, 
Christopher Hutchison, 
Bedlington, Northumberland, 
Joyce Hale, Alvaston, Derby, 
Benn Astbury, Stoke on Trent, 
Staffs, R Mason, Portsmouth, 
Hants, S S Maplethorpe, Hull, N 
Humberside, D A Simpson, RAF 
Wildenrath, Royston Chilvens, 

St Anns, Nottingham, D Allen, 
Boddam, Peterhead, Alan 
Atkinson, Faversham, Kent, 


Kevin Harris, Newport, Gwent, 
Alan Martin, T.O.W., Jon Peake, 
Shoneham-by-Sea, West Sussex, 
John Davies, Natwich, Cheshire, 
Derek Morgan, Old 
Skelmersdale Lancs, David Bull, 
Old Covisdon, Surrey, Thomas 
Burns, Colchester, Essex, B F 
Wilkinson, Kingswood, Bristol, J 
Martin, Chilwell, Nottingham, 
Ben Wood, Hazel Grove, 
Stockport, Andrew Dixon, 
Langley, Herts, Mark Dickson, 
Eckington, Nr Sheffield, Jamie 
Porsival, Hale, Cheshire, 
Michael Hart, Billinge, Wigan, 
Mark G Smith, Bovingdon, 
Herts, Neil Wilkins, Uckfield, E 
Sussex, T Furlong, Wallasey, 
Merseyside, Philip C Bell, 
Bradford, Yorkshire, Lance 
Hardwa, Herne Bay, Kent, 
Andrew Ostler, Peterborough, 
Matthrew Pergect, Worthing, 
West Sussex, A D Lindsay, 
Presteigne, Powys, Chris White, 
Ashford, Middx, Everett Julyan, 
Darvel, Ayrshire, Ian Tucker, 
Stanton, Suffolk, Lucie Hudson, 
Millom, Cumbria, Richard 
Thewis, North Humberside, 
Andrew Hammond, Cheadle, 
Cheshire, Paul Baxter, Norwich, 
Norfolk, Peter Singh, 
Middlesbrough, 

Clevelandl 










































S weevo's World was one 
of the great underrated 
peculiar games of our 
time. Now we have Hydrofool 
which is funnier, cleverer and, if 
there is any justification in the 
world, destined to be not 
underated but instead lurch to 
number one with a bullet. 

There are not many 3D games 
set underwater, this is the first 
point in Hydrofool's favour. The 
graphics are marvellous, this is 
another. And it's funny, this is a 
third, the music on the 128K 
version is by Rob Hubbard - yet 
another and - well that's 
enough to be getting on with. 

Faster Than Light has 
effectively dispensed with plot 
on this one, the scoring system 
is beyond human calculation - 
all you need to know is that you 
are trapped inside a giant 
goldfish bowl looking for the 
various objects which will 
enable you to pull out the four 
plugs that will drain all of the 
water out of the bowl. On your 
way you do battle with assorted 
denisons of the deep including 
an extremely cute baby whale 
and some extremely aggressive 
seahorses. Other elements 
include garden gnomes, these 
can be collected to advantage 
and spoons. The spoons appoar 
to be a means of attack but 
whenever I chuck them at the 
fish they seem to be singularly 
unimpressed. 

The central hero of Hydrofool 
is, again, Sweevo although clad 
in a diving suit he looks very 
much how I always imagined 
Gollum from Lord of the Rings 
looked. Bumping fish and 



generally the time spent in the 
water causes rust. This is 
measured by a rustometer at 
the bottom of the screen. Rust 
can be resisted collecting cans 
of Oil. This is logical in a way - 
as logical as anything else in 
this game. 

Movement between screens 
is up via a passing bubble or 
down via a whirlpool. In the 
best traditions of 3D games 
some rooms are seemingly 
impassible others contain 
hidden secrets or are 
themselves hidden. The 
bubbles are not merely lifts - as 
you enter a room you gradually 
sink to the floor. Sometimes to 
get past obstacles you'll need to 
leap on to a lesser bubble - 
these only travel up half the 
screen or so before bursting but 
hitching a ride gives you 
enough height to over passing 
stalegmites and rocks. 


The graphics are superb - 
particularly if you like fish - 
large, smoothly animated, and 
detailed. Unlike most 3D 
games, rooms in Hydrofool do 
not reset when you go in and 
out - no chance to correct 
mistakes — worse still, 
sometimes the gigantic fish you 
managed to avoid in the 
previous screen follows you 
through a conveniently placed 
porthole and comes after you. 

There are various problems 
to be solved - some exits 
remain closed awating some 
special action (but what?), there 
are various weapons scattered 
around but few of them seem to 
be up to serious death-ray 
quality. Sometimes useful 
objects are effectively guarded 
by a monster fish - you need to 
skewer it somehow. 

The music on 48K is passable 
blips (and nasty fairground 


music at the beginning) and the 
128K stuff by Rob Hubbard is 
excellent although more jovial 
and less funky than some of his 
previous work. The game is an 
absolute winnerB 


FACTS BO X 

hollow Up to Sweevo's 
World, it's a beautifully 
animated 3D puzzle 
game with some of the 
slickest graphics around 


HYDROFOOL 
Label: Faster than light 
Author: in-house 
Price: £7.95 
Memory: 48K/128K 
loystick: various 


R-vi.w.r: 


★ ★★★★ 



SOFTWARE 

STAR 

RATINGS 


All software reviews carry a 
star rating, the basis of 
which 

Is value for money 
programming, graphics, 
speed, speech and sound 
presentation and 
addictiveness 


★★★★★ 

Solid gold. Buy It 


Well worth 
the folding stuff 


Pretty average 


Very poor. Probably 
over-priced too 

★☆☆☆☆ 

A total rip-off. 
Complain loudly 


KllalMlil 

REVIEW REVIEW REVIEW REVIEW REVIEW 

E ach review carries an Icon which shows the type 
of software. 

Arcade Is for animated games, which In general, 
reduce the life span of your Joysticks. 

Toolkit covers programming utilities which 
Improve the quality of home-made software or 
packages which make machine code easier to write. 

Work Out, software which can be used In the 
home, such as car maintenance or home finance. 

Strategy and Simulation are games where 
thought, planning and Judgement are the principle 
skills required. 

Adventure Includes either graphic or text 
adventures 


SINCLAIR USER JUNE 1987 


23 
























































bloke with a large sword) the 
game is very good indeed. 

If you kind of imagine Way of 

the Exploding Fist with swords, 
you've got the idea behind 

Barbarian. 

The game has a slightly 


L ong, long ago in a time of 
great darkness, a genre 
of computer game 
emerged from the bubbling 
swamp that was like no other. 

It was a proud kind of game. It 
was unrefined, inelegant and 
some said it was a bad kind of 
game. It was the sort of game 
which encouraged violence in 
young innocent computer 
owners, we were told. 

It was known by many names 


O/tODUDVaiLI 



- The Martial Arts Game, The 
Kicky-Kicky Game, The Combat 
Game. Opinion was divided. 
People either loved them or 
hated them. But they never 
went away. 

Now here comes Barbarian, 
new from Palace. 

Following very closely in the 
footsteps of Fist II (the sequel to 
Melbourne House's ground¬ 
breaking Way of the Exploding 
Fist - the most famous of the 
genre), Barbarian is easily the 
best straightforward fighting 
game to date. 

Being based entirely on a 
broadsword fight. Barbarian 
has been saddled with the 
inevitably unimaginative 
storyline of Girl being captured 
by Evil Madman and having to 
be won back by Muscular Hero. 
But when you actually get down 
to the game, having ignored the 
genuinely dreadful packaging 



different p ay method on each 
side of the tape. Side 1 offers 
combat practice, allowing you 


'concept' (Maria Whittaker in 
too-small bikini looking pensive 
alongside a large muscular 




o * /ill 

a»f }jj j11jmto? r3i- yr 

no™ 

ngramming te 

have emerged recently You've 
probably not heard of them yet 
because they originate from 
Spain It's only now Dinamic's 
first title gets a release over 
here, brought to our shores by 
way of Ocean (I'm sure there's a 
completely tragic pun 
somewhere there) The game's 
called Army Moves and it is 
really very good indeed 
It's a down-to-earth sort of 
game which wastes very little 
time pretending to be anything 
other than a high-quality killing 
spree So, major points on the 
getting-down-to-business 
front 

Your mission, as a member of 
a crack commando team, is to 
infiltrate enemy headquarters 
and steal some information of 
some sort which will aid your 
side in the conflict Quite what 
the nature of the 'conflict' is 
isn't made clear, which is 
probably a good thing With the 
scale of violence that you will 
encounter almost instantly, it's 
safe to assume that 
negotiations aren't really 
feasible 

The game is made up of a 

i . t i m ,, i . 


goal H^eUffiSther you get into 
the game, the tougher things 
get - as you would expect 

Stage One is quite 
astonishingly difficult for the 
first few attempts None of the 
oh, we ll let them get a little 
way into the game before 
hitting them with anything 
heavy' mentality here No. 
You've got to fight for all you're 
worth right from the beginning 
Your mode of transport for this 
stage is a very tough truck- 
cum-rocket-launcher which 
bowls along a heavily shelled 
and battle-torn iron viaduct 
construction at what can only 
really be described as a fair old 
lick 

The graphics are great Your 
truck trundles and bounces and 
slides along the steel 
constructions which are equally 
impressive to look at - all 
twisted metal and bomb blasts, 
The enemy helicopters are 
good to look at too, flying at an 
aggressive angle and being 
very unco operative 

Jumping the large holes is 
very tricky indeed You'll have 
to time it just right and push up 
the stick, throwing yourself 
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^oWvard again i^-wrler to 
gam distance It's advisable to 
lob a couple of your rather 
unattractive missiles before 
embarking on the jump, to 
avoid being unpleasantly 
surprised by a helicopter or 
truck or something Misjudging 
the size of the hole is a serious 
mistake, as you'll probably 
tumble back down into it, even 
if you think you will reach the 
other side. 

The enemy at this point 
comprises trucks (which look 
very similar to your own except 
they are coming the other way) 
and helicopters. The trucks 
drive directly at you, jumping 
gaps when necessary, and 


ilfceem not to be particularly 
concerned if they have to kill 
themselves in order to take you 
out Blow the trucks away by 
v launching one of your ground- 
ground missiles. Often, as they 
leap into the air you'll do the 
same, it may miss your missiles 
and come crashing down on 
you In such situations, it's best 
to call upon a speedy 
employment of the 
deceleration control followed 
by slinging a couple of ground- 
to-air rockets into the sky. If 
you goof on this manoeuvre 


PJL 

tfSftf? ’ T proDaDry end up being 
blown into tiny bits by the 


m'W'M 
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chopper's rockets. 

The further you manage to 
get in this stage, the more 
frequent the shell-torn holes in 
the girder-construction 
beneath you are. Falling 
through will smash your truck 
to pieces and so should be 
avoided 


-_PACTS BOX 

f AR ' v 1Y MO VES 
I I*bci: Ocean 
*“»*»*. Dina mic 
I Price: £7.95 

:k: various 
: 48 ^'U8K 


Reviewer: 


Eventually you'll find yourself 
at the end of Stage One which 
is no mean feat if you're playing 
on your own, as the frenetic 
style of gameplay and the fact 
that you have to use the 
keyboard as well as the joystick 
in order to launch your second 
form of missiles 

On to the second part and 
you find yourself in a helicopter 
gunship playing a very 
impressive version of 
Scramble/Penetrator Here 
you've got to wipe out enemy 
missile silos while graphically 
impressive enemy jets scream 
back and forth doing their best 
to hamper your efforts 
You stay in the helicopter 
during stages three and four, 






though you get to bomb 
different sorts of things 
At Stage Five you'll find 
yourself on foot and things get 
to get a little surreal as giant 
bird-things fly overhead being 
scary while you are battling it 
out with enemy commandos 
etc Stages Six and Seven 
feature more hairy escapades 
behind enemy lines, but you'll 
just have to get that far into the 
game for yourself, because I'm 
not going to tell you (and 
besides I don't know) 

Army Moves is a fantastically 
violent military romp through 
numerous varied stages which 
offer a fairly genuine challenge 
I can't remember a game since 
Ghosts 'n Goblins that was so 
immediately addictive/ 
infuriating* 


MOVES 
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the computer, learning moves 
and facing gradualy tougher 
opponents. Side 2 is the big 
event - you must fight through 
ever more intelligent 
swordsmen before your final 
confrontation with Drax. 

The graphics are great. Your 
figures are just like cartoon 
characters and they run and 
jump and roll around the screen 
at your command. Some 
appropriately gruesome moves 
are available after a bit of 
working out - Neck Chop, 

Flying Neck Chop and Head Butt 
can all be inflicted upon your 
opponent once you've got 
yourself in the right position. 
Obviously, a large proportion of 
the swordfight involves 
blocking your opponent's 
moves. Rolling, crouching and 
parrying and similar actions are 
achieved by making similar 
similar movements with the 
joystick as if your were 
attacking, except you leave the 
Fire button undepressed. One 
wonderful feature is you can 
join moves together by 
selecting them one after 
another - you c$n roll, spring 
out and chop his head off- all in 


FACTS BOX 




Top quality combat 
program meets ropey 
fantasy plot with surpris¬ 
ingly pleasing results. An 
essential purchase 


BARBARIAN 
Label : Palace 

Author: Steve Brown and 
Shaun Griffiths 
joystick: Sinclair/ 
Kempston 
Price: £8.95 


r: 


★★★★★ 


one move. 

A successful blow landed on 
your opponent will be rewarded 
by a little red flash and a 
weakening of his constitution. 
When either warrior's 
constitution is down to zero (or 
thereabouts) he will be reduced 
to a semi-kneeling position, 
from which the final move 
should be simply kick him over. 

The most satisfying 
manoeuvre available is the 
Flying Neck Chop which, if 
complete, results in the head of 
the receiver being lopped off 
and flying through the air. After 
it stops rolling around, a small 
gremlin type creature will walk 
on from the left-hand side of the 
screen and kick the head before 
dragging away the rest of the 
corpse. 

As you progress and defeat 
increasingly tough opponents, 
the background scenes will 
cycle through woodland glades, 
arenas and courtyards. Bearing 
in mind the restrictions 
imposed by wishing to avoid 
attribute problems, the look of 
the game is very slick. 

While essentially being very 
simple - two people fighting 


ARCADE 


with swords. Barbarian is fast 
enough to be genuinely exciting 
to play. Your opponents turn 
out to be pretty intelligently 
programmed too. 

You'll soon be anticipating 
the moves of the other warrier, 
trying to respond. Buy it* 
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lEHHLHSflTIElS 

UNIT 7, SOUTH JOHN ST 
CARLISLE, CUMBRIA CA2 5AJ 

SINCLAIR PRODUCTS 

SINCLAIR EXPANSION PACK £49.50 

(includes Interface 1, Microdrive, conn lead and instruction 
manual) 


SINCLAIR MICRODRIVE 
SINCLAIR INTERFACE 1 
SINCLAIR INTERFACE 2 


£21.95 
£29.95 
£9.95 

SPECTRUM + UPGRADE KITS £29.95 

(Complete with comprehensive instructions and manual) 

MICRODRIVE CARTRIDGES £1.50 

We also operate a repair service on all SINCLAIR computers 
and peripherals 

eg 16/48/Spectrum + 

Interface 1 
Microdrive 

REPAIRS BY RETURN 
HOW TO ORDER 

Please make cheques and POs payable to: 

MICROSAT 
COMMUNICATIONS 

Please add £1.25 P/P/order 
Allow 7-10 days for delivery 
[access ORDER WELCOME 
COD Service 


£19.95 

£19.95 

£17.95 
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ocean .The most 

successful publishers of entertainmenf software .y 
in the World are now seeking experienced ^ 

developers to join our team of top class 



or .* 


programmers. 


assembly language for Z80, 6502,68000, 6068, have a proven 
track record and wish to produce first class products for our 
appreciative customers around the World, then you owe it to yourself to 
contact us. 

We are not just offering superb financial rewards as you 
would expect of Ocean, but also job security with excellent promotional 
prospects and career development in our continually expanding 
organisation. 


Please send your CVto the address below enclosing, 
where possible, examples of your recent work. Remember the sooner 
you get started the sooner you'll be on the road to success^.. .•• , 

- ^§C>?F 

Ocean Software Limited • $7.5^5^ I « 1 V 

6 Central Street • Manchester • M2 5NS ' . 'T-I/IU 


Telephone: 061 -832 6633 Telex: 669977 Oceans G.‘ 





THE POP MUSIC MAGAZINE ON CASSETTE FOR YOUR SPECTRUM 48K/128K 

SHAKE CONTAINS THE LATEST NEWS AND INFO FROM THE POP-MUSIC 

WORLD ... PIUS ... RECORDED MUSIC IN SOUND AND VISION!! 

NEW EDITIONS REGULARLY ISSUED!!! 

NOW AVAILABLE FROM YOUR LOCAL SOFTWARE SHOP! 


If vou have difficulty obtaining your SHAKE then send a cheque or postal 

order for £1.99 to SHAKE, SUITE 3.2, DEPT. P.C., EPIC HOUSE, 
CHARLES STREET, LEICESTER LEI 3SH. Postage free within UK Europe 
and Eire add 30p postage. Rest of the world add £1.20 for airmail 
delivery. Issued by KEEP PUBLISHING. Tel: (0533) 511734. 


IS IT A GAME? IS IT A UTILITY? NO!! IT S SHAKE!! 


HEY! 

GRAB A PIECE OF THE ACTION 


MEET THE E3 CREW 
STANIT133 

ZX MICROFAIR 


MAY 30TH 


HOTRICULTURAL HALL, 
VICTORIA, LONDON 



You’ve played The Hobbit 
You’ve played Lord of the Rings,,. 


Now play Shadows of Mordor... 
Lord of the Rings Game 2 




































































I 



the highest level but one and 
wait for turtles to emerge from 
the top it is usually possible to 
get them before they drop 
down. I got through quite a few 
stages this way. Another 
technique is the timing of the 
POW button bounce. If you wait 
until the last possible moment, 
before jumping, ie when a turtle 
is about to reach you, you stand 
more chance of getting a lot of 
flipped turtles near you (thus 
giving you time to go and give 
them a good kicking). 

Every few screens or so 
there's a bonus screen where 
Mario has to jump from level to 
level within a strict time limit 
collecting what look like gold 
pieces. This being a Japanese 
game - the country that brough 
ou Endurance - however, they 


are probably chicken brains. 
Since I managed to collect the 
lot within the time limit and 
after a lot of utterly incompetant 
jumps I can only surmise it isn't 
difficult enough. 

The game actually looks very 
naff - a real production-line 
Ocean conversion. It isn't a very 
difficult game to program yet all 
we get is the bare minimum 
tolerable graphics, tolerable 
sound. To be fair, the original 
arcade game hardly broke any 
barriers, either. 

The horrible truth though is 
that Mario Brothers is 
incredibly good fun, despite all 
winging about its simplicity. OK 
I played it lots - the game idea 
is ultimately what matters and 
for some reason, flipping turtles 
is a winner ■ 


rs» ”"nd Garlic. 

telr 
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MARIO BROS 


I say weird? Check this out - the 
idea of the game is to jump up 
and down some bouncy 
platforms trying to knock over a 
passing turtles (known as 
shellcreepers on the box). 

Having up-ended one or more 
turtles you have to kick them. 
This makes them go away. . . 
it'd make you go away too, I 
should think. 

The only thing that gets in the 
way of you flipping the turtles is 
the fact that they kill.you if you 
bump into them (terror turtles) 
and there are crabs and fireballs 
hurtling around the screen. In 
addition the turtles don't stay 
flipped for ever - if you don't 
get to them within a certain 
time they leap up again. As you 
can see Mario Bros is very 
environmentally sound. . . 

There are a few things to help 
you. Best is a sort of super 
bounce - a 'POW' block that, 
once hit causes everything 
currently on screen (almost 
everything) to flip. The problem 
is you can only use it a few 
times before it gets crushed 
beyond redemption. 

Gradually the turtles trundle 
to the bottom of the screen and 
thence return back up to the top 
again. This gives rise to the only 
sure technique I discovered for 
flipping turtles - if you stand on 


S ometimes I reckon the 
Japanese have funny 
brains. This is not a 
criticism. On the contrary it is a 
form of praise. What other 
nation could have invented the 
Endurance game show? 

What other nation would 
have thought of the Sony 
Walkman? 

What other nation creates 
such strange aracade games? 
Pacman was pretty weird but 
Mario Bros is weirder. 

The coin-op game by 
Nintendo dates back quite a 
while yet has only now been 
converted to the Spectrum. Did 
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I dunno really. Maybe I've just 
seen a few too many games 
that look like this recently 
(and maybe none of them are as 
good as Dan Dare). 

Saboteur II has large 
animated sprites and mixes 
martial arts with looking for 
things - pieces of punched tape 
which contain the secret 
something or other. 

And somehow it just leaves 
me cold. 

Shock, horror, non- 
sexistness! You play a woman 
(the ninja's beautiful sister 
we're told). You wouldn't know 
it though, she seems to be clad 
in the standard black gear. 
Anyway there's nothing to stop 
you pretending to be a man if 


being a woman gives you 
emotional problems. 

There's a lot of screens (700) 
but a lot of them are pretty 
similar. There are objects to be 
found and used, but not many. 
The crux of the game really is 
kicking adroids, which is OK but 
not easy. 

The game begins quite well, 
you glide in on a hang-glider to 
a maze of high security 
buildings. Although you don't 
control the flight you do control 
where you 'drop' which in turn 
determines whereabout you 
begin your entry to the 
buildings. So, where you drop 
becomes part of the judgement 
involved in the game. For what 
it's worth I've found dropping 


V 


after 3 V 2 screens worth of 
'flight' most useful. 

The game is divided into 
missions but the essential 
ingredients remain the same - 
kill as many androids as you 
can using either your feet, fists, 
or one of a variety of weapons 
located in the building. So far 
I've found stars, swords and 
wrenches. You are also looking 
for pieces of punched computer 
.tape - (these control the flight 
path of a missile and. . . blah 
blah. . .) If you can find them all, 
the next step is to find your way 
through a series of tunnels to a 
hidden motorcycle and take 
off. . . 

Mostly the game area is a 
series of walkways at different 
levels linked by ladders with the 
occasional box or <' air 
scattered about and the 
background is just an expanse 
of wall. 

Tunnels are a litte different 
being full of bats which need a 
fair amount of carefully timed 
ducking and the android robots 
are pretty nifty - large black 
figures, some equipped with a 
pretty threatening looking laser 
which burns away your energy 
levels at an alarming rate. Even 
better are the pumas which leap 
about authentically and can run 
faster then you can. 

The actual fighting part of the 
game is goodish. Moves are 
essentially restricted to kick, 
duck and punch (or throw if you 
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are holding something) and the 
androids don't fall easily. 

A bar indicates your energy 
level and basically it gets used 
up in fighting and gets restored 
when you stand still. 

What this means is that you 
have to be pretty careful about 
when to attack and when not - if 
your energy starts to get low, 
run away very fast. 

Saboteur II isn't a bad game 
by any means, but it suffers 
from being too much like too 
many other games around 
recently. 

Maybe it's a bit lacking in 
variety as wellB 


Mr WEEMS and the SHE VAMPIRES 


T he Astonishing 

Adventures of Mr Weems 
and the She Vampires has 

been through a few marketing 
changes recently. The game, by 
RamJam, was originally going 
to be sold for around about £5 
by a mystery company, with all 
the instructions you needed to 
make as many copies as you 
wanted. The idea being you 
would send the company, as a 
matter of honour a quid or so 
on every one you distributed. 

The game at that time was 
known as Mr Weems and the 
Sex Vampires. This was a 
bizarre idea and didn't make it 
too far, past the twelve bottles 
of Pils in the pub stage. Now the 
game, under its new title, is to 
be sold by Piranha for £8.95. 

This is a more conventional 
plan. 

The game is yet another 
Gauntlet. This is not so bad 
because nobody else is selling a 
Gauntlet varient this week so ^ 
the game might do OK. The / 
setting even looks like the /' 
stoney alley ways and mazeslof\ / 
Gauntlet only the deadly 
weebles being different. In this 
case you get a pudgy 


bespectacled bank manager as 
hero and assorted horror film 
bit part actors as the bad guys 
(and girls as it happens). 

Mr Weems runs around firing 
his rather pathetic garlic bullets 
at everything in sight except - 
keys (to get through doors, 


dummy!), blood (restores 
energy), Garlic Bombs (blow 
everything on screen away), 
smart Garlic (gives Weems 
temporary immunity) and the 
assorted vital objects that you 
need to collect in order to kill 
the Great She Vampire on the 


final screen. If you manage to 
kill all the bloodsuckers on a 
screen you get to start blowing 
up coffins - which is fun. 

There are a few secret exits to 
be found, a few transporters to 
shunt you about and the only 
really significant difference 
between levels is the colour. 

The effect of the garlic bomb is, 
however, pretty impressive - 
serious flashing. Different 
monsters require more or less 
garlic hits - this is strategy of 
sorts. 

Graphically Mr Weems is OK, 
though the way the screen flips* 
between sections is a bit 
crummy. The only real problem 
is that the large number of 
small (but detailed) graphics 
makes the screen look pretty 
confusing - you better make 
sure your TV is well tuned in. 
Ours wasn't and caused much 
heartbreak and I shot keys and 
snwt Garlic a plenty. 
y^The game isn't going to win 
a ny awards, but Mr Weems is a 
' perfectly adequate Gauntlet 
variant, at £5.00 it would have 
been quite a bargain. As it is it 
gets a definate maybe for those 
not yet weary. . .■ 
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BARGAINS GALORE AT THE SPRING 



If you have a Sinclair Computer this is the show you can't afford to miss! 


The great day is May 30 th. 

One day you won’t forget if you own or use a 
Sinclair Computer. 

The Microfair is back in town. 

See everything that’s new and original for all 
the Spectrums and the QL. 

If it’s just launched you’ll find it at the 
MICROFAIR. If you want advice you can talk 
face to face with the manufacturers. If you can’t 
find it in the shops you’ll probably find it at the 
MICROFAIR. 

It’s the user-friendly show that has out-lasted 
all the rest because everyone enjoys themselves 
. . . and you can always find a bargain! 

Why not send today for cut-price advanced 
tickets. 



Underground: Nearest 
stations are Victoria, and 
St James’s Park. 

British Rail: 

Victoria Station. 

Bus Routes: 11, 24, 29, 
70, 76 and Red Arrow 507. 

Road: Signposted 
(RAC AA) Horticultural 
Halls. 


SEND NOW FOR REDUCED 
PRICE ADVANCE TICKETS 

Send to Mike Johnston (Organiser), Dept. S.U., ZX 
MICROFAIRS, 71 Park Lane, London N17 OHG. 

Please send me.advance tickets (Adults @ £1.50) 

Please s6nd me.advance tickets (Child under 14 @ £ i .00) 

Name___ 

Address__ 



Please include a stamped, self-addressed envelope and make cheques/POs 
payable to ZX MICROFAIR. 


Exhibitors ring Mike or Moira on 01 801 9172 for stand availability. 
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The Ultimate Warrior 
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THE ULTIMATE WARRIOR THE ULTIMATE GAME 



AVAILABLE FOR: 

COMMODORE 64 
48k SPECTRUM 
AMSTRAD CPC 


O BtlU /iDIAKI 


SPECTRUM VERSION 

Available from all good computer game stockists, 
or by mail order from: Palace Software, 
275 Pentonville Road, London N1 9NL. 



AMSTRAD VERSION 

Send cheque or postal order for £9.99 (Cassette), 
or £12.99 (Commodore or Amstrad Disk) plus 80p P&l 
Access and Bardaycard holders telephone 01-278 0751. 
















i / e didn't go after the Road 
\Ar Runner TV show. It was the 
licence of the Atari arcade game we 
wanted. It was an obvious choice, 
because everyone knows Road 
Runner and it was easily convertible 
and it'll sell. 

The toughest part of the project 
was making Road Runner act and 
feel like the character in the cartoon. 
It's all very well for him to look right, 
but you ve got to tailor the 
gameplay and keep altering it til it’s 
right. 

The people we chose to write the 
program are a company called 
Canvas from Liverpool. Ex-lmagine 
chaps, some of them, and they re 
now working almost exclusively for 
us. Canvas has written Leaderboard 
and PS! 5 Trading among others. 

All the versions of Road Runner for 
the different machines are in 
progress at the same time. It s not a 
case of converting form one machine 
to another. You ve always got to 
bear in mind that there s no point in 
licensing something that s 


unconvertible. The reason Gauntlet 
did so well was that on all machines 
it was faithful to the original. 

The licensing side of the Road 
Runner deal is complex. Each version 


of the program (the coders are 
contracted to produce one draught 
per month) must be sent to both 
Atari and Loony Tunes (Warner Bros). 
If they take exception to anything, it 


could well mean going right back 
and starting from scratch. 

The gameplay of Road Runner is 
easy to explain - you’re chased 
through the different screens by Wile 
E Coyote and you ve got to go 
around, picking up birdseed 
wherever you find it, scoring points 
by doing so. The graphics are quite 
small, but they move around very 
quickly and it's looking good. Some 
screens are viewed side on, others 
from the top and the side. 

It 's a pretty good job. Road Runner 
is a clean character to represent and 
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i i A*arfield. The fat, cynical, smart 
VJalec cat has been growing in 
popularity for a number of years. I've 
been obsessed to a certain extent 
with Garfield for a year-and-a-half 
and I suggested the possibility of a 
game based on the character to Tim 
Langdell, boss at The Edge. 

At the time, I was working free¬ 
lance for The Edge, and after joining 
full-time I continued to develop the 
idea. 

After Tim negotiated the deal with 
United Features Syndicates, I started 
doing the game design which in¬ 
volved collecting just about all the 
artwork and comics and books ever 
produced and working from them. 


t * Qeing part of a multi-million pound company certainly helped Piranha 
Uget the licence for Yogi. 

Hanna Barbera is more than a little protective towards Yogi. He mustn t be 
seen to kill anything, for a kick off. that was something that we had to get 
around. It s understandable that they don t want Yogi Bear wandering 
around chopping off people s heads so we had to come up with a compromise 
- if one of the Rangers (Yogi s staple enemies) is following you, you can lead 
him into a trap. 

The biggest problem was getting the movement and look of Yogi right. 


Working from static images supplied by Hanna Barbera we gradually built up 
an image of Yogi and started to move him around. For the chase sequence, we 
actually gave two people joysticks and let one chase the other around the 
playing area so we could get an idea how chases could be simulated. Then we 
had to program it which took agesl 

The idea of the game is to guide Yogi through the screens, avoiding the 
traps laid by hunters and the Rangers, in search of Boo-boo, who has been 
captured and is being held by the bad guys. The biggest problem is to keep 
ahead of the Ranger who is always just behind you while still taking enough 
care to not fall into any traps along the way. 

Storyboarding took about six weeks, and then it had to be approved. The 
project was underway for about ten weeks before anything was running. 


TONY FELDMAN/PIRANHA 
HANAM SUMARA/DALALI SOFTWARE 
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because he has only one enemy. Wile 
E Coyote, It s a pretty simple 
scenario. We reckon it plays just 9 9 
as well as the arcade version 

TIM CHANEY 
US GOLD 


fere's no such thing as a new idea boring old cynics can be heard to say as they load their third 

multi-level scrollinq alien blast of the afternoon. . , 

Why bother thinking of anything yourself when you can (for a price) take someone else 

that's either on TV or in the charts or on the Big Screen is viewed as fair game by the people 
whoTbehind large desks and say 'What about Care Bear Teenage Axe Murder Party? The ratings are 
good." Crass? Calculated? Exploitative? Obviously. But what does it matter if the game is good? 

^Current trends seems to lean towards semi-cute, very well known and largely Inoffensive characters so 
where better from which to draw than the throaway humour and mass ^PP* al ° f ”" t °°" S . h 
If this all sounds a bit far fetched, think again. Four of the prime a qood 

alreadv staked their claims. Elite's Scooby Doo was released last year and charted. It was a g 
product.^h^Edg^e is about to release Carfieid: The Big Fat Hairy Deal - a 

the jaundiced and cynical world of Jim Davis' overweight cat. Piranha is working on Yogi Hear, 

^ Barbera quaTcuft TV cartoon. And even US Gold has take the bait and bought the rights to 

A *So how^o^hese^amK wm^about? It's not as if you can simply call yourself a sofware hou se and 
start making a game out of someone's character. What if it turns out to be dreadful (perish the^° u n 9 < !’* , n 
Or - more importantly - what if you sell loads and loads just because the game is batedon a 
name? A deal has to be struck. The chequebooks come out and so the assurances that the character in 
Question wm be represented in a fair and true manner and. oh yes, it will be a quality product 

Ixactly what has to happen before the cutesy character on TV or in the morning paper can appear on 
your Spectrum? Read onB 




United Features insist on seing 
everything that is connected with 
their products, so it's impossible to 
release anything without their 
approval. 

The plot of Garfield was easy to 
decide upon. Garfield has sort of got 
a girlfriend called Arlene. She gets 
captured and put into the city 
pound, and it's up to you to get her 
out. We've managed to fit about 
sixty screens in so far. You're shown 
side-on, moving left and right. 

As I've worked as a programmer 
it's easy for me to design a game so 
it's possible to program. There's no¬ 
thing worse than someone asking 
you to program something complete¬ 
ly impossible. The graphics and stuff 
have been done, and the plot synop¬ 
sis has now been OKed. / f 


ANDY BLAZDELL 
THE EDGE 


i 'Ccooby Doo, we said, it's a dog, isn t it? ..ora horse? or something . . 

JUnderstandably, those nice peole at Hanna-Berbera were unwilling to 
leave the computer realisation of their favourite cartoon character to the 
fevered imagination of a programmer (Pac-Scooby? Donkey-Doo?), so they 
kindly lent a hand. 

This was in the form of about two hundred standard drawings of Scooby 
and friends in a variety of poses in four different sizes - which guaranteed 
that what was produced would at least look like Scooby. 

This just left two major problems - scale and movement. 

On the Spectrum, the active Scooby was five characters high, which doesn t 
leave much room for subtlety of expression ... but the most exhausting job by 
far was how to make Scooby move. Our first efforts took about a month and 
were absolutely abysmal. We bought half a dozen Scooby videos and watched 
each one about a thousand times (yawn) until we decided that the best way 
to move him would be on all-fours. This was wrong. The resulting Scooby, with 





nine frames, looked more like a frantic ant, with legs all over the place and a 
lousy sense of direction — it had to go . . . 

Our next attempt involved us freeze-framing the videos at all points that 
Scooby walked upright - surprisingly few, actually, from this we came up with 
a five-frame two-legged run, which looked a little odd for each individual 
frame, but was OK when run at game-speed. 

After that, it was all, as chess-players say, a matter of technique. All the still- 
pictures were done easily in about two weeks, since they are larger and don t 
blur with movement. The only problem left was Scooby.s jump, which, because 
of the height of the ceiling' was a rather unnatural action, but we solved this 
by lopping a couple of notches off the standing image for a little more rise . 

So there we are, we got it right at the second attempt - what you might 
call Scooby Doo and Scooby Don't . . 9 9 

GREG FOLLIS 
GARGOYLE 


































































HAS FINALLYBEENIRAPPED, 


^Corporation. AH rights reserved. 
♦Trademark of Warner Bros, licensed 
U S. Gold Ltd. 
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THEARCADESMASHHITTHATRECREATES 
THE SPEED AND EXCITEMENT OF THESE 
CLASSIC ENCOUNTERS \ \\ \\Y 


Young or old, whatever your agt fj 
everyone enjoys the antics of the 
cunning Road Runner as he baffle§ 
and bemuses poor Wile E Coyote: 
Or does he?... 

This is your chance to really find 
out as you take on the role of Road 
Runner in this comic, hll action 
extravaganza that recreates these 
pail biting chases and the fast 
moving excitement to perfection. 
Speed through canyons and along 
the highways following the trail of 
birdseed left for you to feed on (is 


this the first trick???) Dodge your 
way round the onrushing trucks 
keeping an eye out for the perilous 
mines and feather ruffling, leg 
busting oil slicks. What dastardly 
plans has the sleazy Wile E Coyote 
got in store for you as he lurks in 
hiding, cowardly awaiting his 
moment to enjoy a succulent roast 
of “Road Runner and French Fries". 
We're sure you'll overcome all the 
dirty tricks he can throw at you with 
w0e, agility and grace and af 
haughty “Beep Beep". Overcome 
them that is if you Ve got nerves of 
steel, the reflexes of a wildcat and 
the speed of the fastest bird 
on two legs, otherwise its sorry, 
goodnight and "Burp Burp"!!! 


CBM64/128 


Spectrum 48K 
Amstrad/r / 


Atari ST 


SJk U.S. Gold Ltd., 
Units 2/3 Holford Way, 
Holford, Birmingham B6 7AX. 

Tel: 021 356 3388. 




























Bollou; Stanleys exploration into the African jungle... 

could you be the first to say... 



EUROPEAN 
NO. 1 HIT!' 1 


DIRECT FROM SPAIN, 
ALLIGATA’S NEWEST 
RELEASE WILL PROVE 
TO BE THE MOST 
ADDICTIVE GAME _ 
OF1987 M ^ 


Featuring: ._— 

• BARBARIC 
PYGMIES 

• HUNGRY 
CANNIBALS 

# BONE CREAKING 

ALLIGATORS 

• DEADLY SNAKES 
AND SCORPIONS 
• PIRANHA BATS 

• COCONUT 
THROWING 
MONKEYS 

• MANEATING 
PLANTS 

... and many more 
dangers lurking in 
the undergrowth. 


Produced under 
licence from 


A little bit of history with a little bit of mystery as you relive the nightmarish trek of Stanley in 
his search for the long lost missionary, Dr. Livingstone. But no African jungle was ever as 
forbidding as the treacherous journey that lies in wait for you. Poison darts from the pygmies, 
blood splattering pit hammers in the diamond mines, spear throwing natives in the bush... even 
the white men are hostile and would rather see you dead than alive. It’s spine chilling action 
every step of the way with a little adventure thrown in for good measure 
*1 - hidden gems, secret temples,?? ... nn^ 

mV And don’t let the sea eagles get you!! 


;L:0742 75571 


AMSTRAD 

Tape 

Disk 

£8.95 

£14.95 

SPECTRUM 

Tape 

£8.95 

MSXI 

(MSXII 

compatible) 

Tape 

Disk 

£8.95 

£14.95 

CBM64/128 









































































STEPHEN Curtis is one of the most prolific program¬ 
mers around - nearly 20 programs since 1984 
including top budget gems like Nonterraqueous and 
Terra Cognita. With Dr Jackie and Mr Wide about to be 
released we dragged him away from a hot 
keyboard to speak to us about the Universe and 
the games he hates. . . _ 



STEPHEN CURTIS AGE 24 


C.O.D.E. 



T he first computer I saw was a 
Commodore Pet. That was in 
1980 when I was on a Building 
Management course at the local 
Technical College. I learnt a bit of 
Basic on that and bought a ZX81. 
Bit by bit I learnt machine code, 
mostly from books. I bought three 
at once and read each one at least 
three times. These days I just use 
Rodney Zaks' reference book on 
the Z80. 

I think that was the best way to 
learn machine code — you have to 
go through the business of solving 
the problems yourself and do it all 
by trial and error. The first progam 
I ever wrote was a version of 
Breakout - that was when I'd 
up-graded to a Spectrum. The first 
program I wrote that I'm still proud 
of is Morris and the Bikers 
which Automata put out — it was 
just very playable. 

VITAL DETAILS 

Which other programmers do you 
really admire? 

There aren't many really, 
although there are particu¬ 
lar games I like. I think it's 
really only Jeff Minter 
whose work I always enjoy 
- he's just very good at 
creating mindlessly play¬ 
able games 
Favourite Programs? 

I like Starglider — that's the 
only recent game I really 
like. Going back a bit I like 
Dan Dare and inevitably I 
suppose I thought Knight 
Lore was incredible 
What Arcade games do you get 
the highest scores on? 

I think that one must be 
Roadrunner. I got good at it 


often. I play it so often be¬ 
cause I think its really fun¬ 
ny just like the cartoon 

What program would you most like 
to have written? 

It has to be Knight Lore. There 
hasn't been a game since 
that was as totally stun¬ 
ning and as revolutionary 
as that one was 
Greatest Programming Achieve¬ 
ment 

Well actually I think the 
best program I ever wrote 
was one that was never 
released. It was just a 
wordprocessor that I cre¬ 
ated for myself. It was 
quite sophisticated and 
had a built-in database 
Programming Ambition 
I'd like to create an incredi¬ 
ble shoot 'em up. Some¬ 
thing like Star Wars but using 
hidden line removal and 
solid objects - it would 
need something a little 
more powerful than a 


Spectrum though 
Favourite TV Programme 

Dr Who. Despite all the 
changes of the Dr I still 
watch it. I think I liked Tom 
Baker and John Pertwee 
best 

Favourite Film 

That has to be The Termi¬ 
nator with Arnold Schwar¬ 
zenegger. I loved the bit at 
the end with the animated 
robot skeleton. I also liked 
Star Treks It and III. I 
thought Star Trek I had no 
plot and the latest one is 
totally silly - it takes all the 
credibility away - I hated it 
Favourite Record 
Anything by Queen 
Favourite Food 
Fish and Chips 



T.A.L.K. 

Favourite Drink 

Carling Black Label 

Favourite Books 

Anything by Asimov — most 
of the books I like are SF. I 
think my all time favourite 
book is the first Stainless 
Steel Rat book by Harry 
Harrison 
Worst hit program 
Well I really thought War of 
the Worlds was trash but un¬ 
fortunately it didn't do all 
that well. View to a Kill and The 
Great Space Race were also 
dodos 
Hobbies 

I don't really have any ex¬ 
cept driving my car - a 2.8 
Capri 

Worst subject at School 

I was awful at both French 
and Maths. On one occa¬ 
sion I managed to get 0/ 
100 at French - Maths 
wasn't much better — I got 
3/100 

Best thing about the Spectrum? 

It's nice and simple 

Worst thing about the Spectrum? 

The attribute problem 
Coming Up 

Dr Jackie and Mr Wide should 
be out any minute. I'm cur¬ 
rently working on Nonterra 6 
which has the working title 
of Artificial Dreams — it'll be 
another shoot 'em up sort 
of arcade game 
SOFTOGRAPHY: Morris 
Meets the Bikers ( Auto¬ 
mata , 1983), Hammer 

House of Horror ( Loser- 
sound , 1983 Battle of the 
Toothpaste Tubes ( K-Tel, 
1984), Arena (K-Tel 1984), 
Gissa Kiss (Titam, 1984), 
Key File (Keysoft, 1984), 
Accelerator (Century City 
Soft , 1984), House on 

Damned Hill (Century City 
Soft, 1 984), Tiler ( Interceptor \ 
1984), Plummet ( Intercep¬ 
tor 1984), Chopper 
Squad ( Interceptor ; 1 985), 
Soul of a Robot (Mostertro¬ 
nic, 1985), Nonterra¬ 
queous (Mostertronic, 

1 985), Five-a-side Soccer 
(Mostertronic, 1985), Terra 
Cognita ( Mostertronic , 

1 985), Into Oblivion (Mos¬ 
tertronic, 1986) Dr Jackie 
and Mr Wide (Mostertronic, 
1987) 
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GUNRUNNER 


REVIEW 


G unrunner is a tough 

game to review. It's not 
that it's particularly 
difficult. It's not that it's 
particularly fantastic. And it's 
certainly not atrocious. But you 
couldn't really get away with 
calling it mediocre either. 

The storyline behind the 
game is simple. You 
(GunRunner) inhabit a planet 
by the name of Zero. Zero is 
cold, and its inhabitants protect 
themselves from the ice-age 
with nuclear power and a 
network of reactor-cooling hot 
pipes over the surface of the 
planet. 

Alien worlds, in this case 
Destrovia, find the lure of the 
valuable plutonium that runs 
along the pipes from reactor to 
reactor too strong and take it 
upon themselves to steal some. 

Obviously, this is bad news 
for Zero as the planet will be 
unable to fight against the ice 
age and things will become 
completely frozen and 
generally go downhill. 

Something will have to be 
done and its you who's gotta 
do it. The only action to take - 
of course - is to get out on the 
planet's surface and annihilate 



every alien life-form in sight. 
You'd never have guessed, 
would you? 

The game is essentially a 
scrolling side-on shoot-out 
with above-average graphics 
and a moderate amount of 
action. The biggest detraction 
from its appeal is the lack of 
speed. As you run/fly left and 
right, the screen moves in little 
jerks that I'm afraid fall well 
short of the promised of super¬ 
smooth scrolling. Partly 
because of this, also, the action 
just isn't very fast. Aliens attack 
in lethargic waves and you 
blast back in an equally 
unenthusiastic manner. 

As you progress from left to 
right, you'll come across a 
number of useful things. First 
there is the three-directional 
blaster which enables you to 
fire three shots at once at a 
variety of angles. Then there is 
poison, which acts like a smart 
bomb, killing everything on the 
screen. The jet pack lets you fly 
around a bit while the shield 


ABSORBER 

Yi 


/ / \ fou are Cosmic 
Shook Absorber, 

Saviour of the 
Universe." At least, that's who 
you are according to Martech. 

Not another alien-zapping, 
running-out of time, against all 
odds mission? Well, almost. 
There is a slight twist to Cosmic 
Shock Absorber, but more of 
that in a sec. 

Although you might not think 
so from the way the screen fails 
to move, you are moving 
through time and space. And as 
the aliens appear on your 
screen, hold them on your 
horizon and Fire continually. 
Not easy, since one laser beam 
seems to take about half a 
dozen blasts to get it on its way. 
It seemed to be more a matter 
of luck rather than judgement 

So there you are, in the trusty 
or space-craft, keeping the 
aliens on the horizon and 
massacring them as they come, 
progressing on to the next level 
to massacre some more, 
making your way towards the 
source of life itself - the 
Interstellar Lake of Protozoic 


provides a finite amount of 
invincibility. 

Should you be hit by an alien, 
one of two things will happen. 
If you are holding any of the 
items above, you'll be robbed 
of them. If you aren't carrying 
anything, you'll lose a life. 

Once the end of a wave is 
reached, you move on to the 
bonus section which takes 
place over a different coloured 
backdrop and where the sole 
objective is to wipe out as 
many aliens as possible for 
points. 

After the bonus you find 
yourself on the next level (of 
which there are ten). Colour 
change here too, and more 
aliens. 

Gunrunner is Hewson's first 
attempt at a middle-of-the-road 
shoot-out (Uridium doesn't 
count) and it doesn't quite 
work. 

While it's lovely to look at, 
it's got very limited gameplay. 

It has to be said though, that 
there are many inventive and 


pleasing touches, like the way 
the colour drains from the signs 
naming objects, indicating 
they're nearly used up. By no 
means a bad game, but nothing 
of any great excitements 

lFacts~bo5T 

Y^^tFFa7^~ --- 

\ a dventure romn ,/vf Ce 
\mce look r iniT P nh a 

<%>#>. Be d „:r L" e 

\y° u re average b /nJ h u an 

hot up tn u 1, but 

I usual standard Hewson ' s ' 
|CUIS|RUMM£d 
frr-Hewson 

h u ' h °' : Chri stian 

Uice, ^ Uhart 

US 


Slime (and why not?) when all 
of a sudden, for no apparent 
reason, your screen goes blank 
or your guns fail! 

What is this? Well, it's to be 
expected really, since the trusty 
or CZ Neutrozapper (oh please) 
is not as trusty as you thought, 
and is in dire need of servicing. 
So off you go, into the Repair 
Mode, to carry out the 
necessary replacements before 
you get destroyed. 

But (and here come the twist 
folks) guess who's forgotten to 
bring the Instruction Manual 
with them, guess who can't 
remember how to operate the 
Phasering Iron? Personally I'd 
have thought that when asked 
to pop out and save the 
Universe, if you know your ship 
is a bit on the dodgy side, the 
first thing that you're going to 
reach for is the Repair 
Instruction Manual. 

Once in Repair Mode, you're 
given five seconds to study the 
complete circuit board before it 
blows up and holes appear in it. 
ft's a kind of memory test - now 
you see it, now you don't. You 



have a further fifty seconds to 
fix it and you don't know how to 
get the right coloured symbol in 
the board and it's not too long 
before you've blown yourself to 
Kingdom Come. 

The graphics generally are 
nothing to write home about 
level 1's aliens take the form of 
pretty uninspiring UDG blobs, 
level 2 treats you to some 
almost convincing X-Wing 
fighters. But Level 3 had me 
slightly puzzled. 1 am told that 
the strange flapping, floating, 
flying things are, in fact, gliders, 
but they looked more like inter- 
galactic bats. 

Cosmic Shock Absorber 
doesn't impress greatly, I'm 
afraid. It's ail strictly Mickey 
Mouse graphics and dull game 
play. 

The real test is working out 
how to fix the components 


board, and after that actually 
managing it in the time allowed. 
But l couldn't get too excited 
about that® 


FACTS BOX 




Mediocre space adven¬ 

ture stuff. Not taxing by 
any means , and unlikely 
to keep you hooked for 
more than a few plays 


COSMIC SHOCK 
ABSORBER 
Label: Martech 
Price: £7.95 
joystick: various 
Memory: 48K/128K 


Reviewer: 
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test 


Leather boinging gloves for 
a sure fire grip on that 
joystick. 


Quartz Halogen ‘Pop- 
Op’ headlights just 
like a Porsche 924. 


Extra large flappy 
cheeks, watch out 
for tweaking 
grandads. 


Stupid grin, take a quick 
look in the mirror when 
playing this game. 

See what we mean? 


All round indepen 
coil spring suspension 
guaranteed for over 
100,000 boings. 


Audible warning device 
pressing results in a 
‘boing, boing, boing’ 


noise. 


Trendy designer cut 
off T-Shirt (causes 
nasty draught round 
your coils). 


Size 14 racing tread 
flippers for inflight 
stability and a sure¬ 
footed landing. 


Gremlin’s springiest star is set to bounce straight back 
into a new adventure. 

Following his world saving exploits against the evil toy 
goblin and his monstrous toys, Thing’s enjoyed his much 
needed recuperation, oiled his spring and is now raring 
to go. What next?... he must finish the job properly and halt 
the factory computer auto producing these hideous toys. 

But as superfit as he is and fast as he can move there’s 
danger hidden around every bend... goblins lurking to 
drain his oil, water rushing to bowl him over, iron chickens 
fielding dastardly deadly eggs. 



A quick hand and dogged determination are needed if 
you’re to get anywhere with Thing in his latest escapade. 

Fast and furious action is the order of the day and a 
good sense of direction would be helpful to guide Thing 
round such a complex location. 

Available on 

CBM64/128 AMSTRAD SPECTRUM 48/128K 

£ 9.99 c £ 9.99 c MSX 

£14.99 d £14.99 d £ 7.99 c 
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A In the top slot: Feud 



A July tip for the top: Enduro Racer 



A Longest on the chart: Olli and Lissa 


1 

(D 

FEUD 

BULLDOG 

£2.99 

Hlgl 

flrai 

2 

(2) 

BMX SIMULATOR 

CODE MASTERS 

£1.99 

Bril 

blkt 

3 

(5) 

OLLIE AND LISSA 

FIREBIRD 

£1.99 

A ( 
Pre 

4 

(4) 

PAPERBOY 

ELITE 

£7.95 

Ext 

trie 

5 

(6) 

GAUNTLET 

US GOLD 

£9.95 

As 

bet 

6 

MEW! 

CURSE OF SHERWOOD 

MASTERTRONIC 

£1.99 

No 

thii 

7 

MEW! 

ENDURO RACER 

ELECTRIC DREAMS 

£7.95 

A 

shi 

8 

(11) 

SPEED KING II 

MASTERTRONIC 

£1.99 

Pa 

ms 

9 

MEW! 

NEMESIS 

KONAMI 

£7.95 

Ex 

ga 

10 

(12) 

180 

MASTERTRONIC 

£2.99 

Co 

an 

11 

(16) 

THRUST II 

FIREBIRD 

£1.99 

A 

wr 

12 

(7) 

AGENTX 

MASTERTRONIC 

£1.99 

Gt 

be 

13 

(3) 

LEADERBOARD 

US GOLD 

£8.95 

Rt 

ms 

14 

(10) 

BOMB JACK II 

ELITE 

£7.95 

PI 

or 

15 

(8) 

KONAMI’S COIN-OP HITS 

IMAGINE 

£9.95 

G< 

lis 

16 

MEW! 


ELITE 

£9.95 

T< 

OS 

17 

i ‘| QL 

UAUDIDE 

VAmrltft 

FOOTBALLER OF THE YEAR 

CODE MASTERS 

GREMLIN 

£1.99 

-- 

£7.95 
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HOTTEST CLIMBERS 

★ ★★★★★★★ 


Arkanoid narrowly beating Krakout into 
the 30 and climbing fast. Yes, it is only 
Break Out in new clothes but it's great fun. 
Head Over Heels is the very wonderful 
Jon Ritman's follow-up to Batman and it 



▲ Hot: Arkanoid 


▲ Hot: Head Over Heels 
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Compiled by Gallup 
for Sinclair User 



Highly entertaining tussle between two wizards with great W V V 

graphics and 12 spells to conjure with ^ ^ ^ ^ A'H 

Brilliant conversion of the C64 hit. It’s a genuine simulation - a 

biker’s paradise with smooth slippery action ^ ^ ^ ^ ^ 

CHART ★ ★ ★ 

BREAKDOWN 

A graphically good but dull pot-boller with cute characters. W 

Predictable, but well executed ^ ^ ^ ^ rH 


1 

PAPERBOY ELITE |p ^|| 

Excellent conversion from the coin-op. Inevitable hardware res- -Ar ^Ar W 

trictions make the game less ‘special’, but It’s still great ^ ^ ^ ^ ^ 

2 

GAUNTLET US GOLD 

As good a conversion of the classic arcade game as could have '«jLr '*Ar ^lAr '*Ar 

been wished for. No-one should be disappointed ^ ^ ^ F*> F\ 

3 

ENDURO RACER ELECTRIC DREAMS 

4 

~NEMESiS KOHAMI 

Not unlike Hewson’s Firelord. this is collecting objects and killing Ar 'Ar Ar At VV 

things in a rustic setting. Nice graphics with not too much variety. ^ ^ F^ F^ | 

5 

BOMB JACK II ELITE 


A coin-op conversion that puts other top software houses to 'JLr 'JLr "JLr 

shame. Sets a new standard for arcade tie-ins 


_ cing gj 

makes it more fun. On budget it’s good 




Excellent conversion of a wonderful coin-op. Straight-forward 
gamepiay, but some stunning animated graphics 


★★★★★ 


Could have been boring and tedious. Instead it’s funny exciting -Aar 'JLr 'JLr 

and impressive. A closet hit ^ ^ F\ 


is RRll 11A NT.. At least, we like it a lot (check out 
Mapchat, this rail). And then there's Auf Wiederse- 
hen Monty. TheHramous mole is on the move again, 
this time all over the globe. Very finely tuned Miner- 
style platforms and ladders 


A e 
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1 

SIDNEY AFFAIR 

INFOGRAMES 

— ■ tnvTMiinTB 

hmA 

2 

GRANGE HILL 

QUICKSILVA 

IhJbII 

3 

SWORDS AND SORCERY 

PSS 


4 

DRACULA 

CRL 


5 

CONTACT SAM CRUISE 

MICROSPHERE 




i 

LEADERBOARD 

US GOLD 


2 

SUPER SOCCER 

IMAGINE 

mi 

3 

ACE OF ACES 

US GOLD 


4 

WORLD GAMES 

US GOLD 


5 

SILENT SERVICE 

US GOLD 



i 

------ ■sTKATEUYi 

FOOTBALLER OF THE YEAR GREMLIN 1 . 1 

2 

VULCAN CCS 15*51 

3 

FOOTBALL MANAGER ADDICTIVE 

4 

TRIVIAL PUSUIT DOMARK 

5 

BATTLEFIELD GERMANY PSS 


1 

FEUD 

MASTERTRONIC 

1budget! 

2 

BMX SIMULATOR 

CODE MASTERS 

\<^m. 

3 

OLLI AND LISSA 

FIREBIRD 


4 

CURSE OF SHERWOOD 

MASTERTRONIC 


5 

SPEED KING II 

MASTERTRONIC 



A Hot: Auf Wiedersehen Monty 
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Nintendo 


Mario Bros, from Nintendo for your 
home computer! From the arcade original 

SPECTRU M featurin9 FireballS/ Sideste w er ' She||cree P er and F|i P 

those pests and kick 'em off the pipes, but don't lose your footing on 
£ g Q £ those slippery floors. Play as a team or against each other; either way 
w • # you're j n fo r g scream with Mario and Luigi — the MARIO BROS. 
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I at this moment, being sound of 
mind, do declare that I have been 
using a spectrum since 1982. 

Oli Newman 
Old Portsmouth 
Hants 

PS Pleeze say Hi to honest Al, Sir 
uncle Clive and my mate Tom! 


LETTERS J 


I have just read April’s and 
spotted what I believe to be a fake 
article, in the Previews section. 
Don’t act as if you don’t know what I’m 
talking about. 

All that rubbish about Ramjam’s 
electrodes and rising buddahs (ooer, 
sounds a bit rude). As an educated 
individual, it is my opinion that you’ll 
have to do better than that. I was one of 
the mugs who fell for the C5 Microlite 
article. (I’m still in traction from trying to 
convert my own C5 into one). So I’m not 
being caught again. 

Yours sick-of-the-long-competition- 
addressly 

Steve hip dude' Aston 
Clywd 

0 Dear dude', you ve been double 


out-psyched. Ram Jam s rising 
buddahs is for real. It 's a development 
of something Atari was working on 
years ago. And it really does work!! It 
doen't look, right now, as though 
Ram Jam can find a buyer for the 
Spectrum version. 


I n future, lay off Jon and let him 
continue his excellent work for the 
magazine. One bad point though, alter his 
picture, it’s getting a bit boring. 

Being a girl, I’d love to see a pin up of 
him in the rag! 

Mike Smith 
Trethurgey. 

St Austell. 

Cornwall. 

PS I am not Jon Riglar! 


D ear hear my plea, 

as I ask for help on bended knee. 

My kids thought me to be quite clever, 
But now think I’m the thickest ever. 

Your piece on how to Poke your games 
Has made then call me nasty names, 

The program on page Ninety-Seven 
Was the kids’ idea of heaven, 

Infinite lives was sure to mean 
They’d eventually see the final screen. 
Though I’ve tried and tried to make it 
work, 

My family’s decided I’m just a jerk 
Even following your example 
Using Manic Miner as a sample, 

The address I get is not the same 
As those you give to work the game 
Each time the programe works it out 
My answers always six bytes out 
Yours defeatedly 
A very confused Mrs Lloyd 
Bristol 

0 Seems like atough break. Read the 
solution, last |^j Letters. As for your 
poem, it ms really nice 


D on’t you think poor old Andrew 
Hewson’s head is a bit big, even if he 
may have a brain 

Nicholas Cunningham 
New Zealand 

0 Dunno. We 'll ask him. Hoi! Andrew! 
D ya think your head is a bit big? Sorry, 
he can t hear us in Oxfordshire. 
Andrew..: Andrew... Hoi!... 
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I am writing to say that I met Jon 
Riglar last week and I thought he was 
a really great guy. Instead of saying Push 
Off Twerp as I was expecting he chatted 
to me for what seemed quite a while and 
answered questions I posed quite 
eagerly. 

David Jones 
276 Forest Road 
Whitchways 
Penzance 
Cornwall 


I can’t seem to obtain Rotronics 
Wafadrive wafers anywhere. My 
local dealer has closed down, Laskeys 
which used to sell them no longer stock 
them and phoning and writing to 
Rotronics at High Wycombe bears no 
fruit. Any ideas where I may be able to 
obtain them? 

Mr D Bolton 
Middlesex 

0 Rotronics went broke but you might 
still to be able to get some wafers from 
maybe some local shop that stocked 
the drive 


I am sorry to say that your magazine 
gives me very little satisfaction 
> these days. 

I # What did we do? What did we do? 


1 feel that I cart refer to you as young, 
I as I have Just passer! my three score 
years and ten. And also, in spite of aft, 
can spell, which either your reviewers or 
your word processors cannot 

Hewson Helpline may well be 
beyond my comprehentlon but at least I 
can spell. 

Your mag says If goes up in a ploom 
of smoke’, I know that in programmeese 
you leave out die last M and t in 
programme hut ploom is unforgivable. In 
this month’s issue you say old ‘aunt has 
’poped her sox’. I am left wondering if 
you have left out a y or an ‘o’, it 
certainly makes a difference to the final 
context. 

it astounds me that you have a quick 
grasp of the complicated technical 
detaiis, but cannot spell for toffee. 
Having said all that your reviewers know 
their onions, I greedily devour my ||] 
each month, and treat their reviews as 
gospel. I hough* Ace of Aces and at that 
time wondered why you only gave it four 
stars. Now i know. 

Don Garment 

Aylesbury 

Bucks 

0 Cheers Don . Maybe we can 't spell 
for toffee but you cant spelt 
comprehension! 



















LETTERS. 



the Spectrum Plus 3 is the best news 
I’ve heard for ages. It’s exactly what I’ve 
been waiting for (though I didn’t realise 
before exactly what I was waiting for at 
the time) 

Please, please can you find out more? 
Will there be the 48K option as I believe 
is available on the 128K+2. Are the 
sound chips any better than my Spectrum 
+, and does the sound come through the 
television or computer? 

Hazel Davies 
Pontypridd 
Mid Glamorgan 

0 Here’re some of the answers. Yes 
to the 48K mode, yes to the sound (the 
same as the Plus 2) and yes to sound 
through the TV* 


Y es, you were right, they didn’t fall for 
it. Things are obviously bad when you 
have to get your own suckers to 
contribute to the Letters page too. My 
chum Jon’s section is far too big already 
and he can’t even respond to 
constructive critism of his INFERIOR 
TECHNIQUE ON THE BASS, which 
would be much to his advantage. 

How can you pour out all this blatent 
vanity in MY MAGAZINE. YES, THE 
MAGAZINE OF THE PEOPLE YOU 
DICTATOR. Just remember, every 
dictatorship will crumble from revolution 
(cue national anthem) and I will cast the 
first stone (except I might have my eras 
mixed up here). 

However, it’s not just you (you’ll be 
able to sleep nights now, right?!). The 
whole magazine has started to look 
aesthetically crap. I only buy it now to 
see if my insults get printed. 

A Seer 
Shropshire 

k PS Adrian Scrumpwursle was a complete 
" giveaway ’cos its obviously an anagram 
for Absolute Div. 


too many long words, 
as I know your IQ’s are smaller than 
your shoe sizes (though rumour has it that 
Graham Taylor has very big feet). 

Well let’s start at the start of the mag. 

I still don’t like the new logo, its too 
trendy. Just imagine, Jon Riglar (sounds 
like a comic book character) walks into 
W H Smiths and is baffled by all the 
similar logos and he b uys s omething like 
Oric User instead of EJ- Very sad. 

On the subject of Jon Riglar, I’m afraid 
that the lads from Ludlow are still up on 
sjyou on looks, tips, maps and pokes. On 
|the plus side you do have a better sense 
^of humour (if you pose for photographs in 
those clothes you must have). 

Why, oh why is EH plastered with all 
these Victorian pictures? Are you trying 
to make the mag look like a Trivial 
Pursuit board? 

v Way back in September 1986 you lot 
| printed a letter of mine that defended 
| altimate and badly proclaimed they were; 
it still on top, its taken until March to prove] 
my point, but I think Martianoids proves! 
my point very well, (I hope the cheque’s | 
in the post, Ultimate). 

I see that you are making some 
changes and I for one certainly welcome! 
^ the RPG article, but could you stop Gary] 
^Rook wittering on about D&D, don’t you 
v know Gary, that it went out with Noah’s 
Ark, flared trousers, Donkey Kong, Your! 
Sinclair and Rubik’s Cube? 

A gentle word in your shell-like ears as! 
Regards the EUsurvey results. How darei 
you call Dire Staits ‘top yuppie musos’. 
Not all of us like the Smiths, Madonna, 
jsongs from Jean commercials and Perry 
iComo. 

I am as always available to write for 
jyour mag if the price is right. 

Yours with affection 
lAdrian Walker 
ork 




I was very interested in your If I had a 
disc drive feature in the April Ej|, 
in which you asked members of the 
industry what they would do with a 
Spectrum with disc drive. 

This feature had more than a touch of 
the ‘deja vu’s’. 

When there was talk of the old 128 
Plus being released companies at the 
time claimed they would be able to do 
fantastic things with the extra memory 
and sound. What did they do? Nothing! 

I n the March EH y° u have a 
competition in which you ask: “Just put 
l a cross in the box next to the one prison 
E you reckon isn’t a prison: Strangeways, 
Pentonville, Alcatraz, Dartmoor, 
Dunroamin” 

It’s not one, but two, - the obvious 
Dunroamin but also Alcatraz. 

Sure, Alcatraz was a prison, but 
ceased its operations on March 21,1963. 

In 1964 the Justice Department turned 
the island over to the General Services 


Iftf feat tbe heck is Gary Rook doing? If 
VVyou want someone to write about 
RWte, then find a person with some 
knowledge. He seems to have never 
played an RPG in feis life, and all fee wrote 
were the duff conclusions of an 
inexperienced idiot making state in the 
dark. 

Why does fee continually describe 
Dungeons and Dragons as a board 
game, when the whole idea of the thing is 
to use your imagination. And fee’s wrong 
about B+B feeing complex. It isn’t 

Science doesn’t work he says. Tell that 
to a budding dwarf engineer. Why most a 
high strength mean a fighter? He could 
became a cleric or thief. 

Finally fas I ceuld go on for years) that 
Top 10 games chart was a load of utter 
rubbish. 

Stephen Jones 
Mid Glam 

0 Poor Gary! It really was only meant 
to be a beginner’s article for those new 
to D&D. Honest.. 


*Eire 


Thanks for your comments on the 
tkmag. Almost all of what you say is 
■\\completely wrong - especially the bitsi 
Aabout Gary and Dire Straits. And we reJtM 
Mflattered by your generous offer but , 

I \sadly, not able to accept at this time. ' 5 
\\OK? 

mm 


W hile persuing the April 1987 issue of 
EU I came across the subscription 
T advert on the last page. 

I reached for my cheque book and pen, 
and was about to give you lots of money, 
when my dog persuaded me not to do it. 
Every month, my dog and I trail down to 
J the local newsagent to collect the lastest 


Then the 128K+2 built-in tape deck 
etc. Fantastic, say the software houses. 
What did they get? Nothing 
Now here’s the 128K+3 with disc 
drive. What do they say? Yes, it’s the 
same old story. They’ll be able to do 
amazing things. 

RUBBISH! What software that uses the 
128 to its full potential has been released 
so far? Starglider, maybe, and that’s all. 

The software houses you interviewed 
have made no contribution whatsoever to 
the 128. Only Mastertronic with Future 
Knight. WOW! Hewson, The Edge, Ocean, 
Denton Designs, Gargoyle. They’re all 
talking through their hats. 

Ian Charlesworth 
Gwent 

Administration for disposal as surplus 
property, a price was put on the buildings 
of $2 million and the twelve acres of land 
$178,000. 

Alcatraz has not been a prison for 24 
years. 

John Stubbs 
Nod Rise 
Coventry 

# I s pose you have a point, but it's a 
bit dull. Ain t ya seen the move wif Clint 
n' all... 



copy of E9- 

And, it would appear that this monthly 
trip is one of the high points of my dog’s 
life. 

M Robinson 
Lincoln 

PS How many of your readers realise 
that Gordo means 'fat'' in Spanish?, 


I am confused about Dark Sceptre. In 
your March issue it says Dark 
Sceptre hasn’t been released yet 
whereas numerous mail order 
companies are battling it out over 
the price of the game, some are 
offering it at £7.45 with a rrp of 
£9.95 and another at £11.95, rrp 
£14.95. Can you tell me if they are all 
different games. 

D Farley 

Bexley 

Kent 

# DS was nearly finished in 
August last year and still isn t out. It 
is all the same game and the mail¬ 
order guys do sometimes 
jump the gun stricly in the interests 
of markets forces etc etc. 


know advertisements are always 
_ bright and imaginitive, but they 
always take up whole pages of valuable 
El space. 

Surely the magazine would make more 
money if two advertisements took up only 
one page. The advertisements can still be 
bright and eye-catching but just that bit 
smaller. 

Of course I understand that advertising 
by software companies is vital (because 
of the money that it brings in) but I’m sure 
that these software companies could 
manage with slightly smaller advertising 
space. I certainly wouldn’t disregard 
smaller advertisements for larger ones! 
Andrew Burton 
Yardley 
Birmingham 


I claim to be the first person to 
complete Feud by Bulldog/ 
Mastertronc. I finished on Friday March 
27. 

Lawrence Hurley 
Herefordshire 



W hy in every photo does Jon Riglar 
look as though he’s in a POW camp? 
I know working for EU must be a 
thankless task but it’s not that bad, 
surely. 

Adrian Walker 
Eire 

PS My favourite group is Dire 
Straits. 



fou’ve wallowed in praise, you’ve 
J languished in insult, but now you’re 
going to get the definitive opinion from 
me, the man you called ‘completely 
insane’ (EU Jan 87 )- 
Adrian Walker 
Eire 



I n the October issue of EH Y° u did a 
review of Microdrive Management 
and Recovery by Roy Longbottom on the 
Roybot label. 

Can you tell me the address where I 
can get it. 

J Stubbs 
Coventry 

# Roybot are at 45 Hulbridge Road, 
Rayleigh, Essex SS69NL 

































































HEW5DN 


have the kep 
Along the way 
you will need nerves 
f of steel playing against 
a fast scrolling landscape. 
This is one of Hewson s 
most technically 

demanding games, 

a cool head and lightning 
reactions. 


Hewson, 56b Milton Trading Estate, Abingdon, Oxon 0X1 4RX. 

As part of our continuing development of innovative software we sr* always nappy ?c 

evaH*ate softw are sent to us witK a view to pubiicat ! :m 
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95 AMSTRAD £8.95 

AVAILABLE MID-MAY 


...Gave me a bad 
Haddock and made me a 
nervous wreck../' 

Mrs. Lighthouse 


...Very fishy..." 

Society for the Preservation 
of the Obvious. 


...Could have filled the 
Halibut Hall..." 

Andre Prawn 



I 


3 




Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto the 
watery world of DEATHBOWL, a planet which, for no good reason, has 
been converted into a gigantic aquarium. 

Will Sweevo succeed in his mysterious mission — or will the Great Bowl- 
Keeper pull the plug on him? 

HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featuring 
the fabulous but irrelevant HYDROMATION. 

I 


FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2981 (4 lines) 



































































WIN A JEEP IN 
ARMY MOVES! 


T his, month. ea goes 
militaigllYes the 
entire JSJjjj team — ex¬ 
members of the SAS every 
one of them — have donned, 
camouflage gear. They’re 
*@eix to meddle ix& the 


The idea is to get the jeep 
through to the home base 
But there’s a problem 
(there always is). The lee; 
though mighty, 'can only 
withstand three mine 


explosions. There 


route through to the 


ssirig over 
.©U 




0i9500 










Key 


liMine 

! t 


9 Road Junction 


In conjunction with 
Ocean — to celebrate the 
release of the excellent 
Army Moves — is giving 
away the Wild Willy radio 
controlled jeep. 

This jeep is so 
fantastically brilliant that 
we don’t really want to give 
it to you. 

In fact we’d really like it 
if you didn’t enter this 
competition. It’s very 
difficult. 

The Wild Willy jeep 
comes complete with radio 
control, batteries and 


charger and will do 
wheelies, zoom over almost 
anything and generally go 
where no radio controlled 
jeep has ever gone before. 

It’s worth plenty hut well 
give you one for nothing. 
Not only do we have 
the jeep to give away 
but just to give everybody a 
chance of winning 
something we’ve got 100 
runners up prizes. 
Including 30 posters, 80 
Ocean sports bags, 80 Ocean 
T shirts and 30 copies of 
Army Moves. 


What to do?* 

If you think you know the 
answer draw it clearly on 
the coupon below — trace 
the winning path through 
the maze. Now cut out the 
whole diagram and send it, 
together with your name 
and address to Wild Willy 
Competition, Sinclair User, 
Priory Court, 30-38 
Farringdon Lane, London 
XSC1R 3ATJ. 

Closing date for the 
competiton is June 30thB 

Name... 

Address. 


‘The competition is only open to members of the 
IS MAP and members of the team in particular 
OK that’s not, strictly, true. Actually members of 
Ocean and EMAP cannot enter at all, dammit 


COMPETITION 


m 
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T he Biz (as those of us 
lucky enough to be 
embroiled in this 
staggeringly exciting industry 
know it) can be a funny old 
beast at times. 

One part of the toothsome 
fright-monster that is The 
Software Industry can be 
merrily working at one totally 
new concept that is exactly the 
same as another totally new 
concept being worked on by 
someone else. You've got to 
agree, it's a mad, mad zany 
whacky world. 

This startlingly innovative 
revelation comes to light as 
Krackout from Gremlin appears 
on the shelves a couple of 
weeks after Ocean's Arkanoid. 
Indeed, there were a fair few 
disgruntled Industry Figures 
when certain people realised 
quite how similar the products 
were. 


However, that is all history 
and I'm sure Gremlin would 
rather Krackout was reviewed 
in its own right as an individual 
piece of software... 

Krackout, like Arkanoid (oh 
dear. I'm not doing very well sc 
far) goes back a long long way 
to the days when the Spectrun 






wasn't around and there was 
nothing on the TV sets of a 
nation except Blue Peter and 


FACTS BOX 




Nice version of a ridicu¬ 
lously old game. Definite¬ 
ly in second after Arka¬ 
noid but if you can handle 
the odd angle , it's better 


KRACKOUT 
Label: Gremlin 
Author: lots 
Price: £7.95 
Memory: 48K/128K 
Joystick: various 


Reviewer: 




instead of a second player. Now mentally taxing game. I he k 

jm\w\ PULSATORY 

™ on it, passing through the first 

budget game. As it is - well - opens the gate, but passing 
▼ designed game, better than the vnu'll love it if vou're into thmunh thp sprnnH rlncp it 



storyline is complete rubbish 
and shold be ignored totally 
(ooh, the phone will be 
ringing...) 

On starting, you find yourself 
on the right-hand side of the 
screen,.with the wall to the left. 
It's Breakout (or Arkanoid) 
turned 90 degrees to the left. 
Once you get going (by hitting . 


bad TV rock shows. Then there 
was Pong. Pong was a kind of 
TV game-console thing which 
enabled two players to bounce 
a white square around the 
screen between two bats. 

Things got a bit more sophis 
and a wall was introduced 


And that's essentially how the 
game stayed for a good many 
years. There were extending 
bats and descending walls. 
There were other things too but 
the game remained largely the 
same. 

Krackout resurrects the old 
formula of bat, ball and wall and 
turns it into a very enjoyable 
though not particularly 


instead of a second player. Now mentally taxing game. The 



P ulsator is more than the 
sum of its parts. Partwise 
it's definately budget 
stuff. Sumwise it's a very well 


designed game, better than the 
average budget, but maybe 
disappointing if you're 
expecting ultra-slick graphics. 

It would have made an 
absolutely splendid mega¬ 





budget game. As it is - well 
you'll love it if you're into 
puzzles. 

The idea is simple. There are 
five mazes, created out of 
simple arrangements of walls. 
You control a blob and you're 
looking to escape from each 
maze having 'rescued' either 
Boris, Arfur, Nigel, Fred or 
George (also blobs). 

To get out you need to blast a 
bit and collect oil cans to keep 
energy levels up and just travel 
through. Mostly, though, you 
have to reason your way past 
several logical puzzles. 

The crux of Pulsator's five 
levels are the numbered gates. 

They block off several parts of 
the maze. Each gate is switched 
on or off by a series of toggle 
switches of the same number 
scattered around the maze. This 
means that to get through some 
sections of the maze you must 
have passed through a toggle. 
Suppose, for example, you're 
trying to get past Gate 5. If you 


on it, passing through 
opens the gate, but passing 
through the second close it 
again. It can get very 
complicated. 

Other features of the game 
include roving blob baddies 
which are variously easy to kill 


FACTS BOX 




Plain to look at but inge¬ 
nious to play. It's a maze 
game which tests plan¬ 
ning and reasoning 
more than blasting skills 


PULSATOR 
Label: Martech 
Author: Software 
Communications 
Price: £7.95 
Memory: 48K/128K 
Joysticks: various 


Reviewer: \ 





























































Certain blocks will do special 
things when the ball hits them. 
Some turn into different shaped 
blocks with letters on them. By 
directing the ball so as it will hit 
one of these blocks, you can 
take advantage of the benefits 
each one offers. Some give you 
a longer bat, some make your 
bat sticky, others will explode, 
destroying surrounding blocks, 
some give you extra lives. 

And there you go. Make your 
way through the screens, and 
admire the pleasing layout of 
bricks. 

The graphics in Krackout are 
very nice. The aliens that drift 
around getting in the way and 
putting you off are certainly 
cute, and the blocks are 
colourful and about as 
attractive as blocks can be. 

It's certainly more attractive 
to look at than Arkanoid, 
although I'm not sure if I'm a 
fan of the orientation of the wall 
and the bat. 

If you bought Arkanoid, don't 
even think about this one. 

If you've held off. for 
whatever reason, Krackout is 


Fire) the ball shoots off toward 
the colourful bricks. On hitting a 
brick, the ball will destroy it and 
then change its course. You'll 
have to prevent it sailing past 
you out of the screen by getting 
in the way. Depending on the 
angle at which you hit the ball, it 
will whizz off in an appropriate 
(and estimatable) direction. 


or absolutely impossible. At 
least one section on each level 
presents you with a straight 
option of dying but clearing an 
obstacle (a particularly potent 
blob) or going the difficult route 
where you may either lose no 
lives at all or, more likely, loose 
very many lives indeed - in 
Level 1 it's a twisting a turning 
electrified wall. 

Other stuff - transporters, a 
one-way section which only 
allows you to pass in one 
direction and energy draining 
baddies which wear you out. If 
you don't make a map you'll be 
lost. 

The game is definitely pretty 


compulsive but even on later 
levels the graphics do remain 
rather simple - the colours 
change a bit though and, for 
what its worth, the mazes get 
even harder. Incidentally, the 
128K version has extra sound. 

I think the average Rambo or 
Short Circuit or Head Over 
Heels fan isn't going to think 
much of this one. 

If you're into puzzles you may 
feel differently - it's a real 
challenge. 

Personally, I think its a bit 
expensive and would have 
wished it had been £2.99 or so 
where it might have got a 
Classic* 




G auntlet was by far the 
best selling game of 
1986, so it's only natural 
- and profitable - that US Gold 
should try a sequel. 

There are 512 deeper 
dungeons. Some of them have 
been created by players - 
p'raps you - who entered the 
US Gold design competition on 
the original game's cassette 
inlay and most of them you'll 
never get to play because even 

GAUNTLET 

THE DEEPER 
DUNGEONS 




the easiest is wicked. I managed 
level four, and just try beating 
that. 

Once you've spent the best 
part often minutes loading the 
original Gauntlet, deciding 
whether you're gong to be 
Merlin, Thor, Thyra or Questor 
and feeding in the Deeper 
Dungeons tape you'll come face 
to face with the familiar 
monsters, treasures and 
monster generators. Only the 
layouts have changed and 
they're not awe inspiring. 

I was impressed with the 
original game. But when you've 
seen one US Gold dungeon 
you've seen them all. I expected 
extra-devilish twists and turns 
within the thin-walled mazes, 
the odd new monster - as in 
'Wow that looks different' or 
'Uggh, it's ugly' - and treasure 
with a measure of glitter 'cos I 
never was one for those drab 
old chests. Instead all I found 
were the same old ghosts and 
goblins, but more and more and 
more and more of them. At 
times I was amazed that they 
managed to cram so many into 
such pokey holes. There was 
the odd glimmer of excitement 


*>/ puzzles and tr^ 
\from THE game IK n 
\ could have uVh Gc 
V^iZ^on d mo 

Label: US Cold ■ 

Price: £4.95 
Memory; 48K/128K 
[Joystick: various 


Reviewer: 






as I'm still a big D & D hack-and- 
slash fan but eventually 
disappointment reigned. 

Deeper Dungeons extends 
Gauntlet's life, but only by 
cramming more of them same 
into the game. US Gold did 
right by sticking on a low price 
tag, you might even call this a 
budget release* 
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Sweet Talker 

Compatible with Interface I 
& II and Spectrum 16K, 48K, 
^+ 2 . 


SpecDrum 

Digital Drum system for the 
Spectrum 48K/128K/+2 


Spectrum Joystick 
Interface For Spectrum 

48K/128K/ +2. 
•“■^■Accepts any 
Atari style 
^ B joystick 
_ ' ,0g including 

* > y I Cheetah 125*. 

. Mach 1 • . For 

Kempston 

■ Compatability 


Mega-Sound 

For 48K Spectrum and ZX 

. Spectrum + 

Achieve 
amazing 
sound 
capabilities 
that your 
Spectrum 
has been 
lacking. 


jComplete 
with cassette 
and full 
instructions. 


‘Peripheral of ti 

(Readers poll 

& Sincla irtfg 


Sound Sampler 

17 5KHz 

Bandwidth ■■ „ 


Midi Interface 


Cassette / Data 
Recorder 

High quality 
Bk. cassette/data 
MwRBsl. recorders for 
your home 
jw computer 
Kf will allow 
^ ^ ^ ^^P^easy loading 
Hi^of even the most 
stubborn programs. 


MK5 Midi 
Keyboard 


A full size 5 octave " f f 

polyphonic keyboard 
containing a sophisticated 
and very powerful computer, I 
suitable for a wide range of uses 


Compatible with 
Spectrum 48K, 128K, +2. 


Vy Compatible with 
Spectrum 48K, 128K, +2 


Mach 1+ Joystick 

MICROSWITCH JOYSTICK 

Probably ^ 

the best ' f » 

Joystick J«B 

in the world. TBit mmF ^ 

• Auto Fire 

• Metal Shaft > 

•+2 

Selector 

Connector YBBJHMMBk 

• 12 Month 
warranty. 


R.A.T. Remote 
Action Transmitter 

• Infra Red transmission 
** * • Touch control 
j • No extra 

| software required 
'Mm JU • Compatible with 
fj m all Sinclair/Cheetah 

mf g peripherals via the 

m K *'^£* rear ed 9 e connector. 

•Compatible with 
HBMBr I Commodore 64. 


+2 Selector 
Connector 

Sinclair Joystick Adaptor for 
connecting ZX Spectrum +2 
computers to most^^^ 
joysticks <*$**"* 


Joystick £j 

• 4 extremely 3m 
sensitive fire 
buttons 

• Auto fire switch J 

• +2 Selector ^|SK 
connector 

• Uniquely 
styled hand grip 

• 12 Month warranty. 


Aerial 
( Splitter 

Cheetah’s neat 
splitter unit 

MfcijnMHpi complete 
with 

P - . self-adhesive pad 

allows you to keep yourT.V. and 
computer aerial leads plugged in 
without disturbing the picture. 


Split Extension 
Connector ^ 


56 Way Extension 
MHHHnai Connector 

|||k- Cheetah’s 6” long 
^^^^^^R-extension cable 
enables 
Spectrum 
peripherals to 
be distanced 
from your 
IBM^HpBcomputer. 


Spectrum 128/+2 
to Midi Lead 


[Enables 2 Spectrum 
peripherals to be 
connected to the 
[computer bus. 


Midi control lead for 
Spectrum 128K/+2 
computer. 


Prices include VAT, postage & packing. 
Delivery normally 14 days. 

Export orders at no extra cost, mm 
Dealer enquiries welcome. 


CHEETAH MARKETING LTD 
Norbury House, Norbury Road 
Fairwater, Cardiff CF5 3AS. 
Telephone: Cardiff (0222) 555525 
Telex: 497455 Fax: (0222) 555527 


Cheetah, products available from branches of 

Dixons -[jfcVtetls r ^EKK9 
LA/IVT WHSMITH * 

High St. Stores and all good computer 
shops or direct from Cheetah. 


>*#&*<* 
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ALL POKES CREATED BY ADRIAN SINGH 


20POKES 



S TREWTH!!!!! What 
are all these 
completely fantastic, 
like, card things on the 
front of the magazine?? 
They’re crazy and mad and 
they’ve got lots of little 
numbers and letters on 
them and most of them 
say ‘infinite lives’ or 
‘invincibility’. What could 
these mystical wafer thin 
objects d’art actually be 
used for? 

Are they, perhaps, 
coasters upon which 
young trendies can rest 
their tres elegant 
cocktails? No. 

Are they, perchance, 
fashion accessories worn 
about the ears by those 
wishing to look slick ’n’ 
sharp while parading the 
local ‘mall*? No. 

Are they, possibly, 
miniature rectangular 
frisbee objects with which 
you can seriously wound 
horrible young trendies 
who insist on drinking 
cocktails and standing 
around wearing absurd 
things on their ears? No 
again. 

What they are — as the 
shrewd among you will 
have no doubt already 
guessed — are POKE 
CARDS. Yus. These 
wonders of modern 
cardboard engineering 
technology will enable you 
to live longer, score higher 
and get further in all of 
your fave games. Look at 
the list on the right: 


Kraa 



Well, that’s just 
how the Poke cards 
work. No two 
magazines will have 
the same selection of 
cards attached to 
them (actually the 
mathematical among 


you will detect a smal 
fib here — any ten 
permed from twenty 
is 20 factorial minus 
10 factorial or some 
such thing — 
whatever, it’s a very, 
very big number.) 




Card 1 

Head Over Heels 

Invincibility 

Card 2 

Enduro Racer 

Infinite time 

Card 3 

Sigma 7 

Infinite lives 

Card 4 

Butch Hard Guy 

Infinite lives 

Card 5 

Speed King 11 

Pass through 

Card 6 

Shockway Rider 

riders 

Infinite lives 

Card 7 

Nether Earth 

Infinite 

Card 8 

Knuckle Dusters 

supplies 

Infinite lives 

Card 9 

Gauntlet 

Infinite energy 

Card 1 0 

Jail Break 

Invincibility 

Card 1 1 

Into The Eagle’s 

Infinite keys/ 


Nest 

amunition 

Card 1 2 

Short Circuit Part 2 

Invincibility 

Card 13 

Star Raiders 11 

Infinite 

Card 14 

Bazooka Bill 

ammunition 
Infinite lives 

Card 1 5 

Uridum 

Allows you to 

Card 1 6 

Lightforce 

tailor the game 
to your 
requirements 
Invincibility 

Card 1 7 

Amaurote 

Infinite money/ 

Card 18 

Paperboy 

bombs/energy 

Invincibility 

Card 19 


Infinite lives 

Card 20 

Martianoids 

Invincibility 


Krackout 



Where’s all this 
leading? 1 forget. 

Right — so there’s a 
pretty good chance 
one of youninates 
who buys j^Qj has the 
card you want, and 
you probably have 
ones they want. 

Now this could be 
the basis for a SWAP! 
What with barter 
being the basis for 
trade in all primitive 
societies and all. 

And bartering Poke 
Cards. . . you can’t get 
much more earthy 
than that, can ya? 

WHAlilTO DOS 

SOClETYMfe 

FAILS-YQU;; 

Gasp! What happens if, 
just suppose, the 
unthinkable happens. 

What happens if you can’t 
find a mate with the one 
you want. 

EB 


H Bu 
P 


Buy a 


few more copies of | 
They’re only a pound a go 
and, if you buy enough 
copies you’re certain to 
find the cards you want. . 


What to do option 2 


If for 

some reason Option 1 
doesn’t appeal just cut out 
the coupons from this 
(below) QQ and next 
month’s mag, fill in the 
details oi^he form in next 
month’s of which 

cards you want and send 
the lot, together with a 
stamped addressed 
envelope to us. BUT 
remember, DON’T send 
anything yet. You must 
send the coupons from 
both this and next month’s 
issuesB 
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U ltimate's return: Phase 
2. 1 hated Bubbler when I 
first loaded it. It had a 
naff title screen which is often a 
sure sign of grottyness and it 
looks like a cross between 


Amurote and Marble Madness. 

It's also played on a small 
playing area which occupies 
less than half the screen - this 
presumably saves on screen 
memory but is damn irritating. 


Pretty soon games are going to 
have all the action going on in a 
tiny postage stamp-sized hole 
in the bottom left-hand corner 
of the screen. 

But when I started playing I 


changed my mind a bit. 

Bubbler isn't particularly easy 
to describe. Imagine a vaguely 
Marble Madness-esque 
landscape where variously 
sized flat areas are interlinked 











R ed Scorpion could have 
been called TauGlider. 

If you imagine a plot like 
Tau Ceti with Tau Cetiish shapes 
but presented using Starglider 
vector graphics you’ve got 80 per 
cent of what Red Scorpion is all 
about. 

This isn’t a big criticism it may 
even be a recommendation - if 
you really liked those two games 
there is a fair chance you’ll like 
this. 

The plot blurb runs to a good 
few paragraphs but can be 
reduced to this: you control an 
infantry attack craft that zooms 
over the surface of assorted 
Bombyx moons. The moons 
contain Talanite (valuable stuff, 
probably related to Teflon) which 
is currently being ripped off by the 
completely-evil-in-every-way 
Necron empire. Your mission is to 
blast the Necrons off the moons 
without alientating the native 


population by blowing up centres 
of population, farms and other 
non-military targets. Getting this 
bit wrong means instant court 
marshal and the end of the game. 


Apart from that the game is just 
finding the objects to destroy and 
using one weapon system or 
another and blowing Necrons into 
little pieces. They, of course, may 



































































by thin slopes and dips along 
which you - a bubble 
(surprisingly like a ball really) 
can carefully roll or indeed, fall 
off. Here and there are holes, 
linked by drainpipe chute 
arrangements to other sections 
of the landscape. There are a 
large number of things zipping 
at you and some particularly 
unpleasant bouncing crabs 
which land on top of you at 
crucial moments. And more - 
the air is filled with other 
bubbles which variously drop 
bombs, drop corks, offer bonus 
points or bonus time or extra 
lives and increase your ability to 
bounce higher. 

The plot involves getting 
corks and using them to put 
stoppers in five poison bottles 


from which all the unpleasant 
objects are being released. In 
the unlikely event that you 
manage to put a stopper in all 
five bottles in a particular level 
you are allowed to exit to the 
next level for more of the same. 

This game is difficult! 

It's possibly the most difficult 
Ultimate game to play initially 
since Lunar Jetman. You'll die 
and die again and, as ever, 
there are no instructions of any 
ise whatsoever to help you. 

A large part of the difficulty of 
the game is figuring out how to 
steer your stupid bubble - it 
uses directional movement 
controls like Knight Lore eg Left 
and Right on the joystick turns 
you clockwise or anticlockwise, 
Up moves you forward and 


Down makes you bounce. This 
means, for example, that to 
bounce forward you have to 
pull the joystick backwards and 
then push it forwards. If your 
joystick is a smidgen dodgy you 
may find that during this 
process you also manage to 
head off in the wrong direction 
because of spurious left and 
right joystick messages. 

Another bizarre aspect of this 
directional stuff is that, since 
the bubble doesn't have a 
discernable 'front'. Ultimate has 
had to include a direction wheel 
icon which tells you what way 
you are facing. All in all I can't 
help thinking Ultimate could 
have saved everybody a lot of 
misery by using some other 
kind of movement system. 

These complaints aside there 
is someting very addictive 
about this game. Just as you're 
about to give up entirely you 
succeed in getting a cork on a 
bottle and well, you just have to 
have one more go.. . 

You start to develop different 
techniques. Bouncing up and 
down on the spot where it's 
safe to get a cork. Staying away 
from sheer drops. Being 
accurate about direction 
controls. And learning how to 
leap on to the top of a bottle 
without falling down into the 
sheer drop on the other side. 

I still haven't been able to get 
very far with it though. . . By 
that you can assume there's lots 
of playing time in this before 
you get anywhere near 




finishing it. 

This isn't one of Ultimate's 


most original efforts. It doesn't 
even look that good (no better 
than a dozen other rolling ball 
games). But it is addictive and 
you will want to play it. 

Pretty soon I'm sure people 
will be pleading for Pokes and 
tips from Jon Riglar. 

And that's got to be a good 
sign* 


I 
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facts box 

"Another fmm~Uitim^7 

Not special visually and 
oaseo partly on Marble 
Madness. Nevertheless 
it s fiendishly difficult 

bubbler 

Label: US Cold 
Author: Ultimate I 

Price: £7.95 
Memory: 48K/128K 
Joysticks: various 


Reviewer: 

★ ★★★★ 



feel like firing back. 

The tricky stuff: the main 
problem is that some extremely 
dangerous objects are invisible 
under normal lighting conditions - 



you therefore have to toggle youi 
cockpit display systems between 
four modes, natural light, infra¬ 
red, ultra-violet and microwave 
the last three of which allow you to 
see through camouflage, fast 
moving objects, underground 
objects or Talanite. 

The only clue you get about 
what mode you need to be in is a 
series of letters which light up at 
the side of the cockpit screen 
indicating, for example, that there 
is something buried nearby. Other 
letters helpfully indicate that some 


sort of missile is about to hit... 

The Red Scorpion is equipped 
with shields as its basic defence 
mechanism - these slowly lose 
power as you are hit and if they 
drop to zero the next one will be 
your last. In extremis you can call 
for battlecruiser fire support from 
the Zhukov - a gigantic space 
battlecruiser which is in orbit. This 
blows up everything in the vicinity 
but drains shield power. Your 
defence system also allows you to 
destroy incoming missiles by 
matching your ship’s wave pattern 
with that of the missiles - it works 
very much like the wave-form 
feature in Zoids - you move 
between various wave patterns 
trying to spot the ones that match 
as quickly as possible, ie before 
you explode in a ball of flame. The 
last option is to run away very 
quickly. 

The graphics - well - if you’ve 
seen Starglider you’ll know the 
sort of thing to expect - geometric 
shapes of various sorts, some 
simple, some moderately 
complicated. 

They aren’t animated, as such, 
but the movement routines have 
them moving around the screen 
moderately smoothly. The 
planet’s surface is a large grid 
matrix - largely featureless. 


The various command options - 
missiles selects etc - are 
operated via another one of those 
pointless icon systems where the 
icon looks like nothing in particular 
thereby negating its whole 
purpose. Anyway it’s tolerable. 

The game plays fairly well, but 
in the end it’s just a glorified zap 
’em-up and lacks both Tau Ceti’s 
wide range of missions and 
Starglider’s technical 
sophistication* 

TSBOX 

vect 

^ a f^csarejjretty goc 

I RED SCORPION 
I Labe,: Quicksilva 
Author: in-house 
Price: £7.96 

I Joysticks: various 

Memory: 48K/128K 

Reviewer: 

















































C elerysoft is a new 

company and a bit weird. 
Included with the game 
there's a recipe for Celery 
Gratin. Pretty odd really, when 
you think about it. Don't let it 
put you off. . . 

Space Detective is written 
using the Quill, Patch and 
Illustrator, like many a budget 
title these days. 

The plot is simple enough. 
Your bosses - the Galactic 
Federation or whoever - have 
lost contact with one of their 
scout ships, sent to investigate 
the planet Krepten. What has 
happened to the crew? why 
haven't they reported? How 


come it's always you that gets 
volunteered for these 
assignments? 

You begin the game standing 
by the scout ship's airlock. 
Northwards, you will find 
various rooms, some with 
obvious functions, others not so 
easy to understand. 

A swift wander round the ship 
indicates that there has been 
some major problem. First off, 
you can't find the crew 
anywhere, although there are a 
couple of titanium doors that 
you can't open. If they're behind 
them, then it's likely they're 
dead. 

The ship's main reactor 
seems to have been cut off, and 


you'll obviously need to find 
something to refuel it with 
before you can get power to the 
ship's controls. The transporter 
apparatus has been wrecked, so 
it might be good to mend it. 

The question is where are the 
crew? Are they dead or alive? If 
alive then either they are hiding, 
or they have teleported down to 
the planet's surface. 

The graphics work well, and 
use has been made of the 
Illustrator's ability to get things 
to flash on screen. The plot may 
be hackneyed, but it works well 
enough and there should be 
enough meat here to keep any 
adventurer happy for quite a 
while* * 



FACTS BOX 




Well worth the dosh. 
This adventure grabs 
you surprisingly quickly 
and it's all pretty atmos¬ 
pheric stuff 


SPACE DETECTIVE 
Label: Celerysoft 
Price: £2.00 
Memory: 48K/128K 


Reviewer: I 
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EKififi scanner?* 


PRINCE OF TYNDAL 

F 

.....Ji 


nother title from Tom 
Frost's Tartan Software 
Mabel, and, like the double 
header tape reviewed 
elsewhere, it's written using the 
Quill, Patch and Illustrator, A 
moment's silence, pray, as a 
mark of respect for Gilsoft, 
whose adventure writing 
system has freed many an 
author from the drudgery of 
having to program everything 
as welt as write the plot. 

* You are the Prince of TyndaE 

The evil sorcerer Eldin has 
nicked the Hod of Wisdom, the 
sacred sceptre which has been 
handed down in your family for 
generations. You have to get it 
back - but how can you defeat 
Eldin in his lair in the 
underworld? And before you 
even get a chance to try your 


FACTS BOX 




Nothing too exiting but 
it's a very well plotted 
budget Quilled adven¬ 
ture worth a hundred 
and ninetydive pence. 


PRINCE OF TYNDAL 
Tartan Soft, m Bari* 

Norm* Oesct-m. Montrose, Angus DU 10 
9DT 

Author: Tom Frost ;§• * 

Memory: 48 K 
Price: £1.95 


Reviewer: 
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arm at scorcerer bashing, how 
are you going to get out of your 
own castle. You've diguised 
yourself, which means Eldin 
won't know you're coming after 
him (you hope}, but it also 
means that your own guards 
are going to be pretty 
obstructive - they won't be able 
to recognise you either. After 
all, they can't let peasants run 
around the royal castle, can 


they? 

Perhaps the book given to 
you by your friend the evil 
sorcerer's apprentice (he's 
looking for a better job, with 
more prospects and evenings 
and full moons off) will help. 
But how-and where-to use it? 
what lies at the top of the tree? 
Can the greasy sheepskin help 
at all? These questions ~ and 
more - have to be solved if you 
hope to achieve your objective 
and regain your family 
heirloom. 

There's not a lot more that 
can be said about this program. 
It's a very competent, 
workmanlike plot. The graphics 
are well-drawn and fairly 
varied. The parser seems to be 
able to handle just about 
everything you might want to 
hurl at it. And, for £1.95, what 
more do you want - tap - 
dancing elephants?* 


TOMB OF 
SYRINX 

T his game has been written 
by a chap called Ayyaz 
Mehmood, who penned 
Hercules, a game that I thought 
was quite fun to play. 


Tomb of Syrinx is along 
similar lines, and chronicles 
your efforts to find five keys 
from within its mysterious 
walls, whilst avoiding a mottley 
collection of monsters that 
seem to just appear precisely 
when you don't want them to. 

It's a tried and tested maze¬ 
scrolling game, with some very 
clean graphics that are not only 
colourful, but distinctly 
atmospheric. He's also buit in 
some pretty tasty sound FX for 
the laser gun, almost the same 
sound and power as the cannon 


TRANSI> 


F ar, far in the future, the sun 
grew old and faint so man 
had no choice but to 
burrow into the earth's core in 
search of heat. 

As they went deeper and 
deeper, they left machines to 
guard the levels etc, etc and etc. 
Miss out the next bit about a 
ship leaving to colonize etc only 
machines left etc and finally the 
crux of the matter. Yes, you 
once again are called to do your 
duty in the name of the human 
race, and return to your old 
planet Earth to destroy the 
machines your predecessors 
kindly left for you. 

In this horizontal scrolling 
shoot 'em up you have what is 


FACTS BOX 


Despite some borin. 


I 


moments this is genera 
ly a pretty reasonable 
shoot-em-up 


TRANSMUTER 
Label: Code Masters 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 
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S trike is the latest on the 
Mad label from 
Mastertonic, ft's also the 
latest from Binary Design - an 
independent development 
house gaining quite a lot of cred 
for games like Zub and 
Amaurote. Strike is less 
impressive though clever 
enough in its way. 

It's a graphically very clever 
simulation of ten pin bowling. 


Definitely 


pro¬ 
gramming, but it is as 
coring as you'd expect a 
r ame based on ten-pin 
cowling could be 


sets up the skittles again that 
you didn't manage to get for a 
second try. Clearly no effort has 
been spared. 

Playing against the computer 
is pretty unsatisfying - you can 
only beat it because some sort 
of random factor makes it 
sometimes perform badly. You 
don't get much sense of 
achievement however. 

I don't think Strike is going to 
be another 180 despite being a 
good bit of programming - it 
would have been OK as part of 
some sort of World Games- 
style collection but on its own it 

learn - don't run too far or else 1> USt raise any interest * 

you'll get a foot fault, release . 1 ; , 

the ball at the right point in the 
arm swing and see what you . 

The screen shows two views 
of the action, your man with bail 
and the first part of the bowling I 
alley and an insert showing the | 
actual skittles at the end of the 
track. It's nicely presented, you "|VL 

even get the funny tray thing ; tj 

that comes down and removes ^ 

the knocked down skittles and r _ 


STRIKE 

Label: Mastertronic 
Author: Binary Design 
Price: £2.99 
Memory: 48K/128K 
Joystick: various 


This is, I think, where things 
went wrong, it wasn't a very 
good idea in the first place. 

True, Mastertronic did well 
with 180 which was a slick darts 
game but darts has always 
worked well on computer from 
Atari days and besides 180 was 
funny, I found my interest 
flagging in Strike after around 
the thirteenth ball. 

Ten-pin bowling is really not 
a very complicated game. You 
take a run up, drop down and 
release the bowl as accurately 
and smoothly as possible. The 
skittles are arranged so that it is 
possible to knock the lot down 
with one bowl - possible but 
not easy. The real version 
requires considerable skill but 
in this computer version there 
just aren't that many tactics to 
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FACTS BOX 


A pretty simple scrolling 
maze game , that just 
rolls gently on without 
creating a fuss. Take it or 
leave it 


TOMB OF SYRINX 
Label: Power House 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 






Defender. 

All games have flaws, and I 
suppose if one was to criticise 
Tomb of Syrinx, it would be the 
lack of real excitement in the 
gameplay. There isn't really a 
lot to do except zap a few 
nasties and wander around the 
place looking for those 
wonderful keys. 

What the monsters do 
though, is to spin and weave 
around in a very smooth 
fashion, and there seems to be 
a wide choice of the little 
beasties to home in on* 


MUTER 


termed a one-off 'total 
aggression' machine that, as 
well as having the standard 
photon cannon, has an 
interesting device known as a 
transmuter. This sucks up raw 
energy and converts it into 
extra speed or faster bullets. 

The more ships/tanks you blast, 
the more chance you have of 
making your ship more 
powerful. 

This technique, if I am not 
mistaken, is a 'borrowed' idea 
that has first surfaced in 
Thalamus' Delta, albeit in a 
slightly different form. 

I must say I enjoyed 
Transmuter, although it does 
have one or two really tedious 
moments like the long wait 
from end to start-up again. Also 
no matter how far you have 
ventured in, if you get blown up 
you start again from the very 
beginning. Not nice. That apart 
it's a good zapper that doesn't 
take much brainpower* 


CHRONOS 


O h! Heaven! Finally 
someone in the 
software industry 
parodies the stupidity of the 
infernal storylines choc-full of 
long names and mystical, evil 
overlords. 

The company in question is 
Mastertronic, and the game is 
Chronos, a very straightforward 
space shoot-out - largely 
redeemed by the fact that it isn't 
veiled in a naff storyline. 

The program itself is a 
Scramble/Defender sort of 
affair which means (if you were 
fortunate enough not to be 
around in the dim and distant 
days of the clanky old arcades, 
and thus avoided these old- 
times) you fly a heavily armed 
space-ship over, behind and 
through enemy lines on a 
mission of death and 
destruction. You can't bomb 
anything in Chronos - it's all 
laserfire straffing runs at low 
level, crashing into the ground a 
lot and things like that. 

Everything is two-colour, and 
your highly unimaginative ship 
moves around with acceptable 
speed, only flickering when it 
gets too close to the ground. 

You can fire an apparently 
inexhaustible number of shots 
so the best tactic is to slowly 
move up and down the screen 
in a sort of wavey style, firing 
for all you're worth, making a 
sort of sine wave of bullets on 


the screen which the aliens find 
virtually impossible to 
penetrate. 

On later levels, the aliens are 
more difficult. They fly in 
increasingly mad patterns, 
diving and looping and dodging 
nearly all of the laser bolts on 
the screen. It actually gets a 
little worrying after a while. 

The landscapes over which 
you fly are a mixture of steel 
constructions and land mases, 
and there are a few - very 
predictable - dead ends which 
you are encouraged to follow. 

When you waste an alien, it 
will explode in a manner very 
similar to the way the bombs go 
off in Amaurote 62) which 
isn't very impressive at all, but 
is - cliches! - better than a poke 
in the eye with a sharp stick. 

Bonus points can be scored 
by collecting letters in each of 
the levels. The letters (B,0,N,U 


BUDGET 

REVIEW 


and S) can be seen drifting in 
little square things and you 
must fly at them. The later the 
letter the higher the score. 

Chronos is one of those 
games that proves hugely 
entertaining for a few minutes 
before you remember that it's 
near-as-damn-it exactly the 
same as 50 percent of your 
software collection* 


FACTS BOX 


Enjoyable though hugely 
unoriginal space blast. 
Like rock from Rhyl - 
pretty average all the 
way through 


CHRONOS 
Label: Mastertronic 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 
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ONLY 


f QQ.99 

LJ J POST FREE 


Now a quality mouse system for 
your Spectrum/Plus/128 + 2 at a 
realistic price!! 



Previously a mouse system for your 
Spectrum would have cost much more. 
Now Datel can offer you a top quality, 

3 button optical mouse complete with 
interface for an unbeatable price. Ready 
to use, just plug in and go. 


U| Compatible with leading graphic packages including: 

Artist II IM and OCP Artstudio ,M . 

_| Easily incorporated in your own programs - full 
instructions. 

□ Optical system for speed and reliability - 3 buttons 
for maximum compatibility 


Datel 

THE! Mouse 

1ST II 

"Best Spectrum Artist Program bar 
none” - SINCLAIR USER NOV'86 

COMPLETE r /IQ QQ 
PACKAGE LHu.Uil 



Now you can backup all your Spectrum /anponucn 
Games to Microdrive or Tape. MODEL! 

"freeze the program. 9 OO 

• Save to microdrive or tape. \ 

• Special program POST FREE 

compacting techniques. 

• Code Inspector allows you to freeze the action, add 
pokes and restart the game again. Also peek facility. 

• All backups will restart from the point they were 
saved. 



PRICE BREAKTHROUGH 

SWITCHABLE JOYSTICK 
INTERFACE 

ONLY £ 8.99 POST FREE 



• ALL THREE SYSTEMS AT THE FLICK OF A SWITCH 

• 'KEMPSTON'—'CURSOR'—'INTERFACE II' 

• ACCEPTS ANY 9 PIN JOYSTICK-INCLUDING 

RAPID FIRE MODELS •SPECIALOFFER!! QQSEND 



Digital Sound SampSng Technology. NOWAvaiaUe 

on you Spectrum 


New Fully 
Integrated Software 
Supplied - Previous j 
purchasers can J 
upgrade for £5.00 / 





ROBOTICS 
& MODEL 
CONTROL 

Made easy on your Spectrum 


Free £ 29.99 


• 4 independently controllable outputs 
for robotics, motors, lights etc. 

• 8 independent inputs for sensing etc. 

• This is the unit that the "Lego" publication "Make and Program 
your own Robots" was based on • Easy to use 


EXTENSION RIBBON CONNECTORS 
FOR SPECTRUM (ALL MODELS) 


6" EXTENSION 
LEAD ONLY 



£ 8.99 


Post 

Free 



2 WAY 
EXTENSION 
CONNECTOR 

Post Free 


ONLY 


£ 10.99 


Distance peripherals from your computer with extension 
lead or connect 2 items with the 2 way adapter lead. Top 
quality connections used throughout. 


SPECIALOFFER 



16K 

RAMPACKS 
FOR THE ZX81 

BRAND NEW 
GUARANTEED 
SINCLAIR 
PRODUCTS 


only 


£ 5.99 


POST FREE I 


FEW ONLY AT THESE PRICES 
- SEND NOW 


HMKl 


„ USUALLY SAME DAY 
f DESPATCH ON ALL ORDERS 

\ SEND CHEQUES P O 's TO 

UNITS8/9 

FENTON INDUSTRIAL ESTATE. 
DEWSBURY ROAD, fenton. 


IIELECTRONICS J STOKE ON TRENT TEL 0782 273815 
FAX (0782)264510 


24 HR CREDIT SEE US ON 

CAROLINE pRESTEL 

Wrm page no. 

258880000A J 
12 Page 

foreign orders Catal °9 ue 
add c2 post age Order Page 


HARDWARE/SOFTWARE SUBMISSIONS 

IF YOU HAVE A HARDWARE OR SOFTWARE PRODUCT OR 
JUST THE DESIGN FOR ONE WE MAY BE INTERESTED IN 
MARKETING IT FOR YOU. EITHER OUTRIGHT PURCHASE 
OR TOP ROYALTIES. CONTACT US NOW! 












































































































































SPECTRUM CASSETTE £7.95 
AM5TRAD CASSETTE £8.95 
AM5TRAD DISKETTE £12.95 
CBM 64/128 CASSETTE £9.95 
CBM 64/128 DISKETTE £14.95 


1 Morth Parade, 

Parsonage Gardens, Manchester M3 2MH 
Tel: 061-835 1358 


rigin unkn.] 

Lof its kind 


IJJ-IJi I i l 
iil li i I f I I 


U.S. Gold (France) S.A.R.L., Zac des Mousquettes, 06740 Chateauneuf-de-Grasse. Telephone: 9342 7144 














































A really class* 
challenge for 
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I thoroughly recommend 
he simple reasonjthajyfes £ 
>laying it.” ... “the definiti 
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Record a verse 
'racfc and verse to rec 
id Jus t verse length 
.inn two, or copy one 
>ete te a verse 

le v e rQgBHBBH9BHBBBB 

►e f £ riHe 7 "g e and quit 
'raclwppend to verse 
di t [Transpose up 
’lay «Transpose down 
l ai y 1*3 U i t 

issign 

hange Input channel®: 
et input options 
fit output options 
yficitron i sa t i on -i 

AV.t and load sequence 


GOING A LITTLE MIDI 


M idi is the much vaunted link 
for synthesisers, drumboxes 
and other musical hitekkery. 
If your synth’s got it, you can record, 
edit, sequence and generally much 
around with music as much as you like 
without needing to go anywhere near a 
tape recorder. But you do need a com¬ 
puter with Midi. 

Normally the Spectrum doesn’t have 
one but a Spectrum with Cheetah’s 
interface fits the bill precisely. 

And the precise bill happens to be 
£49.95, for which you get a black box, 
Midi lead, software and instructions. 
The box fits on the back of your 
Spectrum, the lead connects the box 
and your synth, the software loads in 
from tape and transfers to microdrive 
and the instructions get read. No sur¬ 
prise there. 

On loading, a list of options appears, 
selectable by cursor keys and the now 
traditional menu bar. First choice is 
‘Record a verse’ which allows you to 
tinkle away on your Fairlight and have 
it recorded for prosterity. 

The software treats all music as a 
collection of verses; once you’ve re¬ 
corded one you can add notes to it, edit 
the existing contents and play it back in 
a number of ways. You can link verses 
together to make up songs, or have 
them repeat at will ad nauseam. 

Having recorded a verse or more, 
you can get the computer to play back 
what you’ve got so far on your synth¬ 
esiser while you record another track. 
If your synth can handle it, you can 
play this backing on a different voice, 
so building up a complete piece of 
music. I used a Casio CZ-101 for this 
review - capable of four voices at once 
- and managed some rather fetching 
orchestrations of familiar and much¬ 
loved melodies from Philip Glass et al. 
(Al’s stuff wasn't so good.) 

Great, but what if your timing is, 
ahem, a little looser than that perfec¬ 


tion for which you (as a true musician) 
constantly strive? 

The software is a pretty undemand¬ 
ing creature. It will spare no effort in 
trying to make the notes it receives fit 
into what it understands about musical 
timing. Called quantisation, it tightens 
up your timing to a given note value - 
use it carefully - given too much 
license it will turn syncopation into 
strict Sousa. But a well judged sprink¬ 
ling of quantisation can really help 
those whose quavers are a touch 
quaint. 

The Midi editor I found a little 
strange at first (bit like really). 

Instead of the familiar stave, the editor 
shows a section of a verse three bars 
wide and an octave high. Notes in the 
verse show as horizontal lines; their 
position vertically being their pitch, 
and the length of line being their length 
in time. You can edit notes by choosing 
their pitch with the up and down 
cursor keys, and their start and end 
with Z and X. Confused yet? 

After a pitched battle with the editor 
for about half an hour (more and more 
like QQ. . .), I began to like the idea, 
and it soon became a fairly natural way 
of working. It's closer to the way Midi 
treats music than normal musical nota¬ 
tion is, and soon becomes less of a 
barrier to hand-editing chunks of data 
than trying to work with crotchets and 
quavers would be. A nice touch is the 
ability to add notes during the edit 
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from the computer or the synthesiser. It 
would have been nicer to hear the 
current contents of the editor screen 
without having to leave the edit. Maybe 
next time, Cheetah? 

Verses belong to tracks. There are 
eight tracks, each with 16 verses, and 
they can be assigned to different Midi 
channels. Depending on your set-up, 
different synths tend to have different 
channels. Changing the synth a bit of 
music plays on is then just a matter of 
changing channel numbers, and it be¬ 
comes too simple for words to remix a 
song. 

Getting down to the minor bits of the 
package now. There’s a metronome 
that snaps its fingers in the background 
to keep the band (you) together. 
There’s a Midi delay, which sends out 
data after a wait. Hooking this back 
into a synth with a couple of second’s 
delay can be an interesting way of 
building up a short sequence. It can 
also drive you mad and end up sound¬ 
ing like a New Age record (gulp). 



If you’ve got a drum machine you 
can hook it up to the interface. The 
tempo set on the drum machine will 
govern the tempo the interface plays at. 
Indispensible stuff - if you’ve got a 
drumbox. 

That’s about it for the software. The 
hardware is hardy enough. During the 
course of this review I spoke to the 
designer, Bob Powell, a couple of times 
while sorting what turned out to be a 
duff Spectrum (blush), and learned a 
few things about the design. It’s clever. 
The circuit itself is just two chips and a 
smattering of small components. Con¬ 
sidering the performance, that’s nice 
work. It should certainly make for a 
reliable product. 

I think this is the first Midi package 
for the Spectrum that I’ve seen that is 
genuinely useful musicwise. 

I could niggle about the software (no 
indication of memory capacity left, 
inconsistency in the controls) and the 
instructions (bit brief and dense), but 
computer musos should wring fine 
things from the package. 

If you've got a Midi keyboard then I 
wouldn’t hesitate too long before bolt¬ 
ing this to the back of your Spectrum. 


Rupert Goodwins 
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REVIEW 


S ome companies licence 
major films like Top Gun. 
Some licence well known 
characters like Garfield. Some 
convert popular coin-op 
machines. 

And then there's Melbourne 
House which has got Inspector 
Gadget. 

Now you may think that 
Inspector Gadget sounds like a 
big deal, but Inspector Gadget 

is big in France, just like the Oric 
was. 

The inspector is a detective 
with Clouseau-style hat and 
mac and go-go gadget legs. 


FACTS BOX 

Largely poor graphics 
combined with uninspir¬ 
ed gameplay make this 
one or Melbourne's 
worst in a while 


INSPECTOR GADGET 
Label: Melbourne House 
Author: in-house 
Price: £7.95 
Memory: 48K/128K 
Joysticks: various 


Reviewer: 




★★ linViV 


INSPECTOR 


Sometimes he has a go-go 
gadget helicopter or go-go 
gadget skates - I can only 
assume this stuff is an exact 
translation from the French. 

In fact the whole game seems 
to have got confused in the 
translation. I can't believe it can 
be right that I could easily 
bounce my way through the 
first three of the game 'worlds' 
on tne second time of playing. 
Anyway, on with the game. 

Gadget bounces or walks (to 
begin with) left to right across 
the screen. Whilst there's a 
twisting grey pathway to follow 
it appears to be quite OK for 
Gadget to bounce on the grass 
so I couldn't see much point in 
it. But anyway. . . Gadget can 
also move across this screen. 

The main problem is the wide 
variety of objects in Gadget's 
path - these include peculiar 
smiley faces which Gadget 
musn't stand on and assorted 
cartoon animals. 

Whenever the Inspector lands 
on a smiley face thing or is 
attacked by an animal he says 
'Wowsers' and falls over. 
Bizarre. Especially when he also 
says 'Wowsers' when 
completing a level. 

The art of the game, if it has 
one, is just to work out what 
pathway to take so that you 
either completely avoid or can 
jump over the obstacles, or so 
that you can pick up helicopter 
or skates. At various points 
there are holes - these are not 
necessarily bad things to fall 
down, in fact another aspect of 


planning the game is trying to 
work out which hole it is best to 
fall down. Down each hole is 
just another section of 
landscape. 

The game is divided into 
worlds. Each world is much the 
same as the last one, though, 
and the end of each one is only 
marked by a sort of slab which 
Gadget has to land on. 

I did like the men that popped 
out of a hole in World 2 and 
made a grab for Gadget's legs. 
Good also to see that Horace (of 
Hungry Horace fame) has not 
been totally forgotten. Teams of 
Horaces roam around several of 
the worlds getting in the way. 

The graphics are actually 
pretty bad. 

There is some detail in the 
Gadget sprite, though. It's 



drawn line appears almost 
transparent and changes colour 
continuously. The backgrounds 
are not up to much either. And 
this sound is even worse - odd 
blips when Gadget falls down 
or bumps into something. 

And that's it. Inspector 
Gadget definitely doesn't get a 
'Wowser' from mel 



BIG TROUBLE IN 
LITTLE CHINA 


O ne of the first thoughts 
that struck me after I had 
seen the film Big 
Trouble In Little China was 
what a good computer game it 
would make. All that martial 
arts and non-stop action, 
someone was bound to do a tie- 
in. 

And someone did and I can 
honestly say that Electric 
Dreams needn't have bothered 
if this is the best it could come 
up with. 

What it amounts to is just a 
boring Kung Fu/Bruce Lee 
meets Rambo and takes on the 
baddies scenario, with 
absolutely no atmosphere, no 
sound effects to speak of, and 
no game to play as far as I can 
see. 

The three main characters are 
pretty poorly depicted, and fight 


as though they are either 
dancing the hokey-cokey or 
doing an impression of Russian 
folk dancers. As for their 
dreaded opponents, they seem 
to be having a bad case of wind 
following a hefty beans dinner. 
All they do is either bounce up 
and down or hit you with a 
series of blurping noises which 
are supposed to sound like the 
meeting of limbs in battle, but 
don't. 

The story line revolves 
around a villainous Mandarin 




who has a hankering for green 
eyed girls. He must marry one 
and then sacrifice her in order 
to appease a demon. He picks 
on two ladies who are the girl 
friends of Jack Burton and 
Wang Chi our fearless heroes, 
who are joined in their mission 
to free the girls by Egg Shen 
(who apart from being a dish in 
a Chinese take-away is also a 
magic user). 

You can choose to become 
any one of these three in order 
to deal with the opponents' 
varying skills and the idea of the 
game is you battle through four 
stages to reach Lo Pan (the 


FACTS BOX 

Billed as a shoot'em, 
zap'em, hack'em game, 
it is an extremely lame 
example of the genre. A 
definite miss 

BIG TROUBLE IN LITTLE 
CHINA 

Label: Electric Dreams 
Author: M D Software 
Price: £7.95 
Memory: 48K/128K 
Joystick: various 

Reviewer: 


Manadrin), kill him by using all 
three characters' skills and free 
the girls. 

Apart from some pleasant 
oriental music I could not find 
anything else to make me want 
to go out and buy this game. 

I suggest you spend your 
money elsewhere* 
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The Greatest Game Ever Devised, With 10,000Separate Landscapes; The 


Sentinel Awaits Your Challenge. Its What You've Come To 



TAPE 

£9.95 



BBC 

COMMODORE 64 


© 


Firebird is a Registered Trade Mark of British Telecommunications pic. 


“A new breed.. .the best game ever”. 

AMTIX 

“The ultimate in game satisfaction 

C.&V.G. 


“The best game ever written for a computer ” 

ZZAPI64 
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FIREBIRD SOFTWARE 

FIRST FLOOR, 64-76 NEW OXFORD ST., LONDON WC1A IPS 



SPECTRUM 
AMSTRAD CPC 


Expect From Firebird... Publishers Of The U.K.’s Most Exciting Software 
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JUNK FOOD 


F ast food - it's as American as 
invading small Caribbean 
islands. Over priced, over 
rated and over here — yet the Great 
British Public has been gobbling it 
down by the cholesterol-laden 
mouthful for wellover ten years. 
Read on for the gluttons' guide 
to premature hear^ailure. 

First there's the 'normal' with a 
single small piece of meat, some 
pickle, ketchup, cheese (optional) all 
enclosed within a bun that is almost 
certainly not topped by seseme 
seeds. Completely boring. DO NOT 
BUY THIS PRODUCT. IT IS FOR 
WIMPS ONLY. 

By contrast people will almost 
certainly eye you with admiration if 
you purchase a a 'double' burger. 
This contains two wimp-sized 
burgers, cheese, at least half a 
cucumber and three bottles of 
tomato sauce, together with some 
kind of proprietory mayonnaise. 
The supreme example of this 


genre is the Big Mac (TM), The Big 
Mac is cool (well, occasionally 
lukewarm, but never hot). 

Then you have your quarter 
pound burger, strongly favoured by 
executives who have been 
informed, wrongly that sesame 
seeds have been used extensively 
as a rhinoceros horn substitute for 
years. 

Having defined out three main 
types, we can single out one other 
factor - how plastic is your burger? 

The ideal burger must bear no 
relation to any other consumable 
material, animal or vegetable. The 
ideal burger must be distinguishable 
from its packaging by colour alone 
- indeed, mammoth cool points can 
be accumulated by eating the 
carton and leaving the burger on 
one side. 

Once again, MacDonalds come 
out way ahead of the competition, 
closely followed by Q Quick — 
Burger King hardly making it out of 
the starting gate by inserting 
recognisable slices of tomato in 
their Woppers. 

Cast away those lentils, shun that 
fibre, boycott those poly¬ 
unsaturates! To hell with the rain 
forests, bloat youself on Big Macs 
(anyone beat four in a single 
sitting?). See you in Surgery. Yum! 

JACK DANIEL 



9 Normal Double Burger ’Alb Burger • 


: 


Burger 


Price 

Wimpy 57p 

MacDonalds 58p 
Q Quick 57p 

Burger King 60p 


RcrtingPrice 
★ £ 1.20 

★ £1.13 

★ £1.14 

★ £1.29 


RalingPrice 
★ ★★£1.16 
★★★★★£1.07 
★ ★£1.15 
★ ★★★£1.45 


Central London prices on April 22. 


Rating 


★ ★★ 


★ ★★★ 




★ ★★★★ 


FAST CARS 


O ut in the good ol* US of A, 
in many states you can 
take to the wheel of an 
automobile at the tender age 
of 14 years, but here in the 
mother country, we aren’t 
trusted with the car keys 
until 17. But there is a way 
you can drive cars like the 
Porche 9S9 - with radio 
controlled models. 

Racing radio controlled 
cars has really taken off 
recently, with regular meets 
around the country — 
Battersea Park and 
Wanstead Heath being two 
popular London haunts. 

The top flight cars range 
from off-road ‘funny cars’ 
like the Bigfoot (around 
£148) and the Grasshopper 
(around £108) that’ll cope 
with almost any terrain, to 
the fast production car 
models like the Tamiya 
Porche, weighing in at just 
over £200. Some of these 
can produce speeds of up to 
60mph, powered by Ni-Cad 
rechargeable batteries that 
give about 20 minutes worth 
of racing. 


These are all available in 
kit form, complete with 
controllers that work up to 1 
mile radius under ideal 
conditions. 

The cheaper beginners 
cars come already made up 
and start at around £20 and 
go to around £80. Typical is 
the Frame Buggy by Nikko at 





Top ten compiled by Forbidden Planet (01 379 6042) 


2 

3 

4 

5 

6 

7 

8 
9 

10 


Ten Comic Books 


219 

X-Factor 18 
3wamp Thing 61 
Ihe Punisher 1 
Judge Dredd 13 
Marvel Fanfare 33 
Mam 8 

Watchmen 10 
Batman: Dark Knight Titan Books 
Silver Surfer 1 Marvel 


Marvel Comics 
Marvel 
DC Comics 
Marvel 
Titan Boo 
Marv«i 
Marve 
DC 
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£49.99. This has two 
forward speeds and a 
controller that’ll work up to 
about 100 yards. 

Contact your local town 
hall for details of a club near 
you. But one thing’s for sure 
— radio controlled cars are 
no longer just for the kids. 

JACK DANIEL 


CONQUEST 



•w-^ri tannin teas the bit board 
game from this year 's Carnes 
sLJ Fair, it's deceptively simple 
and for three to five players. 

It takes yon through the history 
of the British Isles from the Roman 
invasions to the Xorman Con (/nest. 

Evetybody has a go at controll¬ 
ing the country at least once. and 
nobody can tell who has won until 
the last turn. While at the start the 
Romans roll-over everybody else, 
by turn five they disappear - as 
they did historically - to defend 
Rome, leaving the Romano-British 
behind to hold the frontiers, which 
they aren't very good at. At that 
point, the Saxons come in. and it 
looks like they are going to win; 
but then along comes another tri¬ 
be. and the cycle continues. 

Well worth getting hold of if 
You 've got two or three friends who 
like this sort of game. Simple but 
compulsive; a great way to spend a 
weekend. And it would make a 
great computer game! GARY ROOK 


CHAIN-SAW! 


C hainsaw Warrior is a single¬ 
player board game from 
Games Workshop, and very nice- 
and violent — it looks too. The plot 
is simple; an evil, occult force 
called darkness has established 
itself in a deserted building in the 
middle of New York city. 
Attempts to evict it have failed. 
Unless it can be destroyed within 
our hour, New York — and civil¬ 
isation as we know it - will be 
destroyed. Enter you, the chain¬ 
saw warrior of the title, armed 
with your trusty Westron Mk X 
Pistol Grip Chainsaw. 

The great thing about CW is 
that it’s a solitaire game; no more 
waiting around for an opponent. 
It works a bit like the Puffin 
Fighting Fantasy game books, ex- 
'cept that.it uses a board and a 
couple of packs of game cards. 


You begin by alloting points to 
various skill factors and buying 
equipment; when you’re ready, 
you enter the house. Every turn 
you draw a card. This might be a 
zombie, which you have to fight, 
or a trap'; which could wound you 
or waste time, or a cache of useful 
equipment. 

CW is beautifully designed. It’s 
not one of the world’s most com¬ 
plicated board-games, but who 
cares? It’s fast and furious and 
above all fun. Rev up your chain¬ 
saws and let’s slice and dice! 

GARY ROOK 


n astan $*9 a ls a fantastic 
a if new game from Taito 
m m which features a Conan 
the Barbarlanes que hero who 
fights assorted mutants - many of 
them very nasty. 

it's fast, needs tons of skill and 
spot on timing to get past the 
many hazards. I think I must have 
shovelled pounds Into the 
wretched machinel 
Armed only with a sword to 
begin with, you begin your 
quest. Almost immediately green 
monsters stride forward to 
attack, a quick stab from your 
trusty sword changes their mind. 
The Joystick controls the direc¬ 
tion of your thrust and the attack 
button is used for sword action - 
upper stab, middle slash, lower 
slash and downward stab. 

After that first wave hoards of 
bats, centaurs, valkyrles come 
thick and fast until the terrain 



suddenly changes. It's Tarzan 
time - you have to shin up ropes, 
swing across chasms and leap 
waterfalls. Boulders roll down 
slopes, hidden lances shoot out 
to pierce you and suspended ceil¬ 
ings collapse. 

There's no time to hang 
around, and as soon as you've 
negotiated one obstacle, you're 
tipped headlong Into the next. 
The graphics are well drawn and 
imaginative, the sound is rousing 
Rush out and play it now 

CLAIRE EDGELEY 




TOP TEN COINOPS/JUNE 

1 

Out Run 

Sega 

2 

Rolling Thunder 

Atari 

3 

Soldier of Light 

Technos 

4 

Nemesis 

Konami 

5 

American Soccer 

Universal 

6 

Bubble Bobble 

Taito 

7 

Side Arms 

Capcom 

8 

Kick and Run 

Taito 

9 

Flying Shark 

Taito 

10 

Bermuda Triangle 

SNK 


This list Is compiled with the help of one arcade in London's West End. and is not 
necessarily the case country-wide. Thanks to John Stergides of Electrocoin. 


ROLE PLAYING IN '87 



R eading hardly has the 
mythic quality of Lank- 
hmar, Amber or Minas Tirith: 
but, the weekend before Eas¬ 
ter, you’d have found it Just as 
full of battle maidens, harde¬ 
ned barbarian warriors and 
scary elven magic users as any 
of the great cities of high 
fantasy. 

Reading is the venue for 
Games Fair 87, one of the 
highlights of the fantasy gam¬ 
ing calendar. Organised by 
TSR (UK), the British arm of 
the company which published 
the first role-playing game, 
Dungeons & Dragons, Games 
Fair is a ticket only event res¬ 
tricted to about 400 people. 
It’s not cheap, but even so it’s 
always booked solid months 
in advance. 

Most people go for the UK 
Advanced Dungeons & Dra¬ 
gons Championships: 144 
people battle it out for the 
title of best D&D player in 
Britain, a cheque for £100 
and a pretty engraved glass. 
Strange as it may seem, these 
tawdry trophies are held in 
greater esteem by the de¬ 
votees of D&D than say, a ring 
of ultimate power or half a 
dozen transdimentional crys¬ 
tals. Players of all ages and 
sexes, from 14 to 44 and 
beyond, hack and slash their 
way through the qualifying 


rounds, hoping to reach the 
final; many are called, but few 
are chosen. 

Meanwhile, the rest of the 
conventions attendees enjoy 
themselves in their own pecul¬ 
iar way, playing an incredible 
assortment of different 
boardgames. 

If you’ve never watched an 
ore play Gauntlet, it’s an edu¬ 
cation. 

As for Mexicans in Space, or 
Famous Five Meet Cthulhu — 
well what can you say? And 
what about the Rasta Elves, or 
the Disco Winataur ? As for the 
group in the corner role- 
playing Bugs Bunny . . . wab- 
bit twacks! 

After the success of Games 
Fair 87 next year’s event — 
already planned — should be 
double the size. 

GARY ROOK 
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TASWORD128 
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TASWORD THREE 


TASWORD PLUS TWO 



Buy a Tasword for your Spectrum and get a word processing program that is: 


Easy to use. Just load the program and type in your text. If you do need help then it's there on the 
Tasword screen. 


Packed full of features. The new generation ofTaswordsseta new standard in word 
processing on the Spectrum computers. 

Designed for YOUR computer. There is a Tasword for each Spectrum computer. 
Each Tasword is designed to make the best use of the keyboard and memory on 
your Spectrum. 


Tascopy 

THE SCREEN COPIER 


ZX Spkctrim 


Tasword Two 

THE WORD PROCESSOR 


TASWORD TWO for the ZX48K Spectrum 
cassette £ 13,90 microdrive cartridge £ 15,40 


"Without doubt the best utility I have reviewed for 
the Spectrum" 

HOME COMPUTING WEEKLY APRIL 1984 
" If you have been looking fora word processor, then 
look no further" CRASH JUNE 1984 

With 64 characters per line on the screen and a host 
of useful features TASWORD TWO is the ideal 
cassette based word processing package for the 
Spectrum owner. 


Tasprint 

THE STYLE WRITER 


TASPRINT for the ZX48KSpectrum 
cassette £ 9,90 microdrive cartridge £ 11,40 


your 

five 


A must for dot matrix printer owners! Printyc 
program output and listings in a choice of five 
impressive print styles. TASPRINT utilises the 
graphics capabilities of dot matrix printers to form, 
with a double pass of the printhead, output in a range 
of five fonts varying from the futuristic Data-Run to 
the hand writing simulation of Palace Script. A 
TASPRINT gives your output originality and style! 
The TASPRINT fonts are shown to the right together 
with a list of compatible printers. 


TASCOPY for the ZX Spectrum with Interface 1 
cassette £ 9,90 microdrive cartridge £ 11,40 

The Spectrum TASCOPY is for use with the RS232 
output on ZX Interface 1. It produces both 
monochrome (in a choice of two sizes) and large 
copies in which the different screen colours are 
printed as different shades. With TASCOPY you can 
keep a permanent and impressive record of your 
screen pictures and diagrams. A list of printers 
supported by TASCOPY is given to the left. 


Tas-Diary 


THE ELECTRONIC DIARY 


TAS-DIARY for the ZX48K Spectrum and 
microdrives. Cassette £ 9,90 


Keep an electronic day-to-day diary on microdrive! 
TAS-DIARY includes a clock, calendar, and a separate 
screen display for every day of the year. Invaluable 
for reminders, appointments, and for keeping a 
record of your day. The data for each month is stored 
as a separate microdrive file so that your data fora 


year is only constrained by the microdrive capacity. 
TAS-DIARY will work for this year, next year, and 


every year up to 2100! Supplied on cassette for 
automatic transfer to microdrive. 


Tasaian Printer 


INTERFACE 


TASPRINT PRINTER INTERFACE for the 
ZX Spectrum £ 29,90 
RS232 Cable for ZX Interface 1 £ 14,50 


Plu ( 

wit) 


ig into your Spectrum and drive any printer fitted 
tn the Centronics standard parallel interface. 


Supplied complete with ribbon cable and driving 
software. The user changeable interface software 
makes it easy to send control codes to your printer 
using the method so successfully pioneered with 
TASWORD TWO. The cassette contains fast 
machine code high resolution full width SCREEN 
COPY SOFTWARE for Epson, Mannesmann Tally, 
Shinwa, Star, Tandy ColourGraphic (in colour!) 
printers. TASCOPY shaded screen copy software for 
this interface (value £9.90) is INCLUDED in this 
package. 


The TASCOPIESand TASPRINTS drive all Epson 
compatible eight pin dot-matrix printers e.g. 

BROTHER Ml 009 

AMSTRADDMP2000 NECPC8023B-N BR0THERHR5 

EPSONFX-80 MANNESMANN TALL YMT-80 SHINWACP-80 

EPSONRX-80 STARDMP501/515/5610 DATACPANTHER 

EPSON MX-80JYPE III COSMOS-80 DATAC PANTHER II 


COtlPRCIB - bold and heavy, 9ood for eaphasis 

Dfllfl-BUG - n f UTURi 511C SCftiPi 

LECTURfi LIGHT - clean and pleasing to read 

flEDIfth ~ a serious Lusiness’l ike script 

P'.lIQt-o &RJPJ " ci duot.i.i'urt.tct Rowing -tcmt 

TASPRINT output shown at less than half-size. 





























































TASWORD THREE — for the ZX48KSpectrum - Microdrive £16.50 
TASWORD128- for the ZX Spectrum 128-Cassette £ 13.90 
TASWORD PLUS TWO — for the ZX Spectrum +2- Cassette £13.90 


Taswide 

_ THE SCREEN STRETCHER _ 

TASWIDE for the ZX 48K Spectrum 
_ cassette £ 5.50 _ 

With this machine code utility you can write your 
own Basic programs that will, with normal PRINT 
statements , print onto the screen in the compact 
lettering used by TASWORD TWO. With TASWIDE 
you can double the in forma tion sho wn on the screen! 

TASWORD THREE 

_ FOR OPUS DISCOVERY _ 

A special version of TASWORD THREE for the 
Opus Discovery disc drive. Disc £ 19.50 


ZX Spectrum t '2H 

Tasword 128 

_ THE WORD PROCESSOR _ 

TASWORD 128 for the ZX Spectrum 128 
_ cassette £ 13.90 _ 

TASWORD 128 has been especially developed to 
use the additional memory of the 128K Spectrum. 
This gives text files that are over 60K long- this is 
about ten thousand words! TASWORD 128 has all 
the features of TASWORD THREE (mail merge only 
when transferred to microdrive). TASWORD 128 is 
supplied on, and will run on, cassette. TASWORD 
128 is also readily transferred to microdrive by 
following instructions supplied with the program. 


Sinclair QL 

QL is a trademark of Sinclair Research Ltd 

TascopyQL 

_ THE SCREEN COPIER _ 

TASCOPY QL for the Sinclair QL 

microdrive cartridge £ 12.90 _ 

TASCOPY OL adds new commands to OL 
Superbasic. Execute these commands to print a 
shaded copy of the screen. Print the entire screen or 
justa specified window. TASCOPY OL also produces 
large "postersize " screen copies on more than one 
sheet of paper which can be cut and joined to make 
the poster. _ 

TasprintQL 

THE STYLE WRITER 


A vail able from good stockists and direct from: 


ZDC 


C 


1SOFTWARE I- 



) 


TASPRINT QL for the Sinclair QL 

microdrive cartridge £ 19.95 _ 

TASPRINT OL includes a screen editor used to 

modify files created by other programs, such as 
QUILL, or by the user from Basic. These modified files 
include TASPRINT control characters and may be 
printed, using TASPRINT, in one or more of the 
unique TASPRINT fonts. 


Springfield House, Hyde Terrace , Leeds LS2 9LN. Tel: (0532) 438301 

If you do not want to cut this magazine, simply write out your order and post to: TASMAN SOFTWARE, DEPT SU, ^ p R ,N ^^fDH^USE^HYDETERf^^iEEDSLS2^9LN^^ 


I enclose a cheque/PO made payable to TASMAN Software Ltd OR charge my ACCESS/VISA number: 

ITEM 


NAME _ 

ADDRESS 


Outside Europe add £ 1.50 per item airmail 


PRICE 

£ _ 

£ _ 

£ _ 

£ _ 


Telephone Access/Visa orders: Leeds (0532)438301 


TOTAL £ . 

I Please send me a FREE Tasman brochure describing your products for: Spectrum - QL - MSX - Amstrad - Commodore 64 - Tatung Einstein ___ SU _1 

Oxrngen^GEmJm^ohsoH, SutthauserStr50^UyS)0 Osnabruck BELGIUM Easy Computing, Avenue Guillaume Lefever 30,1160Brussels PORTUGAL Infomova. Campo Grande 284A.1700Lisbon AUSTRALIA Dolphin Computers. 99 Reserve Road Artarmon, New South Wales 2064 NEW ZEALAND Software Supplies PO Box 
165, Christchurch. L 


_ _ _ _ lOOsnabruck BELGIUM Easy Computing, Avenue Gi 

hUSA ~Ramex International, i762026Mile Road, Washington Ml48094 















































































Hewson, Graham Close, Blewbury, Oxfordshire Got a problem? Then send for help! Write now to: 


A nton Rogers of County 

Armagh writes I am aged very 
nearly fourteen and I will 
definitely be fourteen when you 
read this, could you wish me a 
happy birthday? 

Oh, er, well yes alright then. Er, 
Er, Happy Birthday Anton! 

Is there any way in machine 
code of moving bytes about in 
memory as the only way I know 
is very slow ie, Peek N, Poke N, 
M. The reason for this is that I 
am designing a game which 
shifts the memory on to the 
screen and back again. 

Thats more like it Anton. Yes, 
there are lots and lots and lots and 


REGISTERING YOUR 
MEMORY JUGGLING 
ROUTINES... 

MOVING LOTS OF THINGS ABOUT EASILY 


lots of machine code instructions 
for shifting bytes around in 
memory. In fact it is probably the 
principle job of any 
microprocessor to shift stuff 
around in just this fashion. In the 
Z80 microprocessor the 


Disguising 
your ugly 
attributes 

» ou say in your reviews writes 
Daniel Mosety of Norwich that 
some new games which have 
come out for the Spectrum, like 
Shadow Skimmer, do not have 
an attribute clash. (They are not 

■ reviews Daniel. The staff at 
| won’t let met get anywhere 
near them. And here am I so 
handsome and charming and 
everything). How does The Edge 
do diis? Are there some high 
speed machine-code tricks 
used, and are you going to do, 
or have your already done any 
games like this at Hewson? 
Good question Daniel! Have The 
Edge got the edge on us? Nope! 
Well, I hope not. 

Unfortunately, there Is no 


Take a took at Dan Dare from 
Virgin or Lightforee from FTL for 
example. In the case of Dan Dare, 


code trick, or any other kind of 
trick which will eliminate the 
Spectrum attribute problem. Short 
of soldering new chips here and 
there and generally taking the 
Spectrum to pieces and putting it 



white, light blue, dark blue and 
btack to give a very pleasing 
multicolour screen effect which 
adds a lot of atmosphere to the 
game. It also arranged for the 
main character to pass in front of 
most of the scenery but behind 
certain pillars and other parts. 
Very cleverly, of course, the pillars 



way there is nothing you can do 
about attribute problems. What 
you are observing, and the 
reviews are commenting on, is 
that software publishers are 
becoming more and more adapt at 
disguising the effect of the 


are designed to fall within a 
character square so that there is 
no attribute clash apparent as the 


In the case of Lightforee, you 
will notice that the screen scrolls 


ship passing across background 
elements which are themselves 
made up of two or three different 
colours. The trick that FTL have 
used here has been to use mostly 
square looking graphics and to 
choose the colours used carefully 
so that although attribute clashes 
occur they disappear very quickly 
and the clashing colours do not 
contrast so that you are virtually 
unaware of the attribute clash 


Are we doing the same sort of 
thing at Hewson? Well of course 
we are. Exoion which is due out in 
August makes use of the Dan 
Dare style trick and Zynaps due 
out at the end of June uses some 
of the Lightforee style tricks. 


8-bit register to register LD A, C 
8-bit memory to register LD A, (HL) 

8-bit register to memory LD (HL), A 

8-bit register immediate LD A, n 

16-bit register to register LD SP, HL 
16-bit memory to registerLD BC, (nn) 
16-bit register to memoryLD (nn), BC 
16-bit register immediate LD BC, nn 


The conents of any of the 
registers A,B,C,D,E,H and L 
may be opened one to another 
(HL), (IX+d) or (lY+d) may be 
copied to any of the registers 
A,B,C,D,E,H,L, (BC), (DE) or 
(nn) may be copied to A. 
A,B,C,D,E,H,L may be copied to 
(HL), (IX+d) or (lY+d). A may 
be copied to (BC), (DE) or nn. 
n value n may be loaded into 
A,B,C,D,E,H,L, (HL), (IX+d) or 
(lY+d). 

The contents of HL, IX or IY may 
be copied to SP. 

(nn) may be copied to BC, DE, 
HL, IY, IX or SP. 

BC, DE, HL, IX, IY or SP may be 
copied to (nn). 

nn may be loaded into BC, DL, 
HL, IX, IY or SP. 


Table 1. A list of the various Z80 
example of each type. 

mechanism is to load the 
information from one memory 
address into one of the special 
Z80 registers and then take the 
date out of the register and load it 
back into the new memory 
location. 

The Z80 has eight directly 
accessible 8-bit registers each of 
which has single letter identifier. 
The identifiers are A, B, C, D, E, F, 

H and L. It also has four separate 
16- bit registers IX, IY, the stack 
pointer SP and the program 
counter PC. The 8- bit registers 
are sometimes used as four 16-bit 
registers in the form AF, BC, DE 
and HL. Some of the registers 
have special functions and in 
particular register A (sometimes 
called the accumulator) is used in 
almost all additions and 
subtractions and registers (often 
called the flag registers) hold the 
flags which are used to control the 
flow of machine code programs. 

Table 1 lists the various 
different types of machine-code 
load instructions. Note that the 
assembly language mnemonic for 
“load" is “LD”. You will see this 
mnemonic used over and over 
again in machine-code programs. 

There are a number of different 
ways for imitating the Basic 
command Peek and Poke n,m 
using the machine code LD 
instruction. Probably the easiest 
way is as follows: 

(a) Point the HL register at the 
address to be Peeked using LD 
HL, nn where nn is the address to 
be Peeked. 

(b) Use the LD A, (HL) instruction 


load instructions with an 

to transfer the data from the 
address being Peeked into the A 
register. 

(c) Now point the HL register at 
the address into which the data is 
to be Poked using LD HL, mm 
where mm is the new address. 

(d) Use LD (HL), A to transfer the 
data from A to the relevant 
address. 

Suppose for example you want 
the machine code equivalent of: 
Let A = Peek 0 
Poke 16384, A 
These two Basic commands 
copy the contents of the first byte 
of Ram into the first byte of the 
screen memory. The machine 
code equivalent is: 

LD HL, 0 


Variable 

difficulty 

Is it possible to save a Basic 
program writing out the 
variables? asks John Hammond 
of Sheffield. 

Yes John, that is exactly what 
the Spectrum does. Simply save 
the program on tape and you’ll be 
saving the variables with it. 
However, when you Load the 
program do not Run it. Use Goto 
instead. It is only when the 
computer executes the Run 
command that the current 
variables are deleted. If you 
restart your program using the 
Goto command you’ll find that the 
variables are still intact. If you 
don’t believe me try it!B 
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mHEWSON HELPLINE 

■■■ ■■■■ . • • ' -'.i-,' •• :' m mmmamma m ms it 


Booking up the 128 


Qhirley English of Crawley was 
Ogiven a Spectrum 128K+2 for 
Christmas and likes it very much 
she tells me. 1 think I'm getting on 
very well she writes but my 
trouble Is that there are no 
books out for the 128K. 1 can 
buy lots for the 48K and I know I 
can use them, but 1 do want to 
find one specially for the 128K+ 
2. Can you help me? 

I know of only one book 
specifically for the 128K+2 and 
that is The 128 Companion written 
by Ian Sinclair. (No relation to 
good old Uncle Clive). The 
problem is that when the original 
Spectrum was released a 
veritable flood of books followed 
on to the market, telling you all 
you want to know (and more) 
besides about the machine. The 
bookshops were soon saturated 


mm a**? 



new books on the machine. 
Unfortunately, those same book 


publishers have not yet realised 
that the 128K-f2 is sufficiently 
different from the original 
Spectrum to be worth a book in its 
own light 

No doubt the situation will be 
rectified in the course of time, but 
in the meantime we customers 
have to wait. Gome on book 
publishers, do something 


LD A, (HL) 

LD HL, 16384 
LD (HL), A 

Notice that sometimes the HL 
appears with brackets around it 
and sometimes does not. This 
difference all depends on whether 
you want to refer to the register 
pair itself (in which case omit the 
brackets) or you want to refer to 
the address pointed to by the 
register pair (in which case you 
have brackets). 

In the first line of our routine 
above we want to put the value 
zero into the register itself. In 
other words we want to set the 
register pair itself zero because 
zero is the address that we are 
going to Peek at in the new line. 
We are interested in the register 
pair itself and so the brackets are 
omitted. 

The second line of the routine 
does the Peeking but now we are 
not interested in the value in HL 


for its own sake. We are 
interested instead in the content of 
the address to which that value 
refers. We are interested in the 
content of address zero not the 
contents of HL. Hence this time 
we use brackets. 

It seems complicated but it isn’t 
once you get used to it. 

Anton also wants a routine for 
transferring data from memory to 
the screen and back again. Well, 
Anton, I published one last month 
so you’ll just have to look back to 
your previous copy of QQ. If you 
haven’t got a copy or, worse still, 
you’ve thrown it away then tut tut! 

The routine I published last 
month includes the use of the 
LDIR instruction which is one of a 
small group of super-duper extra 
special mega-clever machine 
code instructions for moving 
chunks of data around in memory. 
LDIR stands for Load, Increament 
and Repeat. The LD bit tells you 


that it does some kind of load 
instruction. The word Increment 
means “add one to” or increase 
by one and word Repeat means 
what it usually means ie “do it 
again”. There is one word missing 
from this sequence and that is the 
word Test because before the 
Repeat occurs a test is made to 
see if it is necessary to “do it 
again”. 

You use the instruction as 
follows: Suppose you want to 
move the fifty bytes of data 
currently stored in addresses 101 
to 150 at one go to, say, 
addresses 2001 to 2050. What 
you do is as follows: 

(a) Point the HL register pair at 
the first address from which data 
is to be moved. In this case it is 
address 101. 

(b) Point the DE register pair at 
the first address to the data is to 
go. In this case it is address 2001. 

(c) Load the BC register pair with 
the number of bytes to be moved. 
In this case we want to move 50 
bytes. 

(d) Do the whole job of moving all 
the data all at one go by executing 
the LDIR instruction. 

In machine code this looks like 
this: 

LD HL, 101 
LD DE, 2001 
LD BC, 50 
LDIR 


There are several related 
instructions you can use including 
LDI which is like LDIR except it 
stops short of doing the repeat 
business. You use it for moving 
one byte from the address pointed 
to by HL to the address pointed to 
be DL. 

There is also a pair of 
instructions which work the other 
way around namely LDDR and 
LDB. These have a decrement 
step instead of an increment step 
so you use them by starting at the 
top of the addresses to be moved 
and working down. Our example 



Shunting 
blocks of 
memory 
around may 
seem 

complicated . 



above would then look like: 

LD HL, 150 
LD DE, 2050 
LD BC, 50 
LDDR 

I hope this helps Anton. You win 
this month’s game prize - a free 
copy of Gun Runner - as an 
unexpected birthday present. 
Have a nice day! 


Clock block 
Rorv#shock! 

Stratford has 

written to me concerning the 
clock routine by Keith Prosser, 
which 1 published a few months 
ago. Readers may remember 
that 1 stressed that the routine 
should be fast and should also 
work under all conditions. 1 lam¬ 
ented that none of the routines 
sent in fulfilled these two re¬ 
quirements, which 1$ why I 
asked one of our programmers 
to write it for me, instead of 
using a reader's routine. 

John writes: Keith Prosser's 
clock routine does not allow for 
the Rom switching done by the 
interface. The routine should 
either check that the correct 
Rom is in place before doing 
the JP 56 or better still do the 
following: 

POP HL 
POP AF 
JP 56 

Which is safe whichever Rom 
is paged in, even if it does 
waste a little time. 

Thank you John for this cor¬ 
rection. Your letter only goes to . 
show that no matter how hard 
you try, when you write compu¬ 
ter software, there is always 
one • more undone, 

which should have been done. 

There is a lesson for us ail 
. here: 
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the Magic Troll but can’t remember where the 

L Mystic Lake was? Been wandering around and around the same tunnels 
for eons? Behold the solution to all your troubles fair sage/wanderer/ 
knight/magician/spaceman/Hobbit (delete as applicable). This is the 
|KjjAdventurers’ survival Kit. 

Here’s how it works 

n opposite is a grid of octagons connected by lines. The 

Srjssrrsrs.' i~5» *•****%* »•" m ■* North * nd so ” ,h 

West Write the name of the location in the first octagon (anyone you like but the middle on 
best usally), then you go north and supposing you discover The Elvenkmgs Throne Room, you 
can now write this room on the chart in the octagon ‘North’ of the previous one and repeat the 
process until eventually you completely map the whole adventure... I 

Hang on a minute your grid’s only got about 24 octagons but my adventure s got 375 

10 We’ve^hought of that - just photocopy off the grid several times and trim it along the dotted 
lines then stick em together matching up the halves of octagons. Kazam - a map as big as you 

ADDED BONUS!!! At the bottom of this page we’ve printed three scrolls for you to keep track 
of objects, spells and notes (eg going down into the bottomless pit is a big mistake - don t eat 
the Troll etc). You can also keep a written track of what you’re carrying and which spells you 
have 
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ARCADE 



REVIEW 


O h give me a home where 
the buffalo roam - and 
I'll show you a house 
with a very dirty carpet. . . I read 
the Beano too, y'know - which 
has only the most tenuous of 
links with the subject in 
question, Express Raider, one 
of the very latest from US Gold. 

It's a coin-op conversion from 
a Data-East game that was 
mildly successful - a fate that is 
almost certain to befall the 
Spectrum version as well - as 
it's not what even my Mum 
would call state-of-the-art. Pity, 
because the design isn't a bad 
one. 

The idea is to combine the 
kicky-kicky bits of martial arts, 
the jumpy-jumpy bits of 
platforms and ladders and 
throw in the nearest smidgieon 
(that's a complete lie 
incidentally, the game contains 
at least seven smidgieons) of 
shooty-shooty. OK so far? 

The whole point of the 
exercise is to rob a train and kill 
lots of people. Whatever next. 

OK, so you've got to rob this 
train, right. It's the Wild West, 
right. So you use a Smith and 
Weston '45, right? Wrong - you 


are a villian with a heart of gold, 
and give the kindly banker on 
the first screen a chance by 
laying down your arms. You 
must kick him to death. At this 
juncture, you are on the left of 
the screen and the banker is on 
the right, the setting being the 
scenic delights of a marshalling 
yard. You are both black, badly 
drawn, figures, but the banker 
has a pot belly, and you are 
wearing a stetson. 

In typical martial arts-style, 
the eight positions of the 
joystick corresponds to eight 
movements of your man - 
pressing Fire will either kick or 
punch, depending on his 
stance. 

Along the top of the screen is 
a gauge that tells you how well 
you are doing in the fight. It 
starts in the middle - to beat 
your opponent, you must hit 
him enough to move the red 
thermometer bit all the way 
over to the right, while every hit 
you take, moves it back towards 
the left... if it reaches the far 
left, you loose a life. 

If you beat him, having 
grabbed the goodies, the cat is 
well and truely let out of the bag 
- well what other reason could 
there be for having to now jump 
over a series of black coyotes? 
That's the first bit, now the 
action switches to the top of the 
moving train — you must make 
your way from the back to the 
front (where the gold is kept). 
Each screen is set on the top of 
a different car, and to complete 
it you must beat up a different 
opponent, some of whom have 
got their heads screwed on 
straight and have guns (lucky 


the bullets don't go too fast, 
eh?) Each of these screens is 
done against the clock, and 
failing to win within that times 
looses you another life. 

Having got to the front of the 
train, the shooting bit starts. 
You are now riding a horse 
(animated in Twoframovision 
(tm)) alongside the moving 
train. You have aquired yourself 
a gun and must aim at (shown 
by on-screen cross-hairs) and 
kill guys that pop up from 
behind bits and pieces. At the 
same time they are trying to 
knock you off your horse with 
assorted paraphenalia. 

You manoeuvre your horse 
left right across the screen at 
the same time as aiming the 
gun - in fact this bit is quite well 
done, as the two are linked 
together in a playable, yet 
believable fashion. 

Again it's done against 
time. . . and there 
are other 


things to shoot at, like ducks 
carrying extra money and 
innocent bystanders - also 
carrying extra money. 

Sounds pretty good, doesn't 
it? So why does it end up as a 
far from wonderful product? 
Well, the graphics must be the 
major factor. They are badly 
drawn and not very well 
animated. Would have been 
acceptable, say, a year ago - 
but not full-price nowadays. 

The playability of both sections 
is average rather than 
exceptional one way or the 
other, and while excellent 
graphics might have raised the 
tone of the whole thing, they 
rather let it down. 

It's the first time that I've 
come acros Homegan Software 
- a Hungarian programming 
team, messrs Zadonyi et al, 
who did the conversion. 

Express Raider isn't totally 
hopeless - but maybe they 
should hire 
an artistB 
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COMPETITION 



M odern technology. 

It's great. Electronic 
wizardry, fast cars, 
space travel, vast stockpiles 
of nuclear arms. A dashed 
versatile thing technology. 
Almost as versatile - slick 
link appearing shortly - as 
a Chatbot. 

Chatwhat? Chatbot, 
that's what. Absolutely 
flippin' amazing things. 
Chatbots. They're so lifelike 
it's uncanny. They can even 
talk to you! And none of this 
useless computer¬ 
generated speech either. 

Your Chatbot will perfectly 
emulate the dulcet tones of 
its owner by use of a 
fiendishly intricate 
magnetic-tape loop 
system. 

Using hitherto 
unexploited methods, the 
Chatbot will record sound 
on to a cassette filled with 
brown tape, and it can 
PLAY IT BACK AT ANY TIME!! 
Revolutionary or what? (Are 
you sure about this - Ed) 

Your Chatbot is no 
slouch around the house 
either. With just a small 
amount of modification (ie 
plugging the tray supplied 
into its cute little hands) it 
can be adapted to 
become a mini-waiter. 

• Using the remote control 
unit, you can guide 
Chatbot around your living 
room (or any room for that 
matter, it's so versatile) and 
give it things to carry. 

• Ideal for those tricky 
parties when you're just 
one pair of hands short - 
what do you do? You whip 
out your Chatbot. 

• With the merest flick of a 
switch on the remote 
control, you can command 
the little marvel to trundle 
back and forth, serving 
drinks and saying useful 
things such as "Your 
crackers, Sir" 

Melbourne House, being 
the epitomy of up-to-the- 
minuteness has given us a 
gleaming Chatbot so we 
can give it you you, in this 
rather splendid 
competition based on their 
equally gleaming new 
game, Doc the Destroyer. 


Doc lives in a futuristic 
city (where you'd probably 
find the odd robot, hence 
the Chatbot. Good link 
eh?) and he's got to go 
through numerous ordeals 
in order to prevent the city 
from the impending 
disasters which always 
seems to befall places 
inhabited by superheroes. 

We reviewed Doc last 
ish, and deemed it to be 
'well worth the folding stuff 7 
and now we're offering 
FORTY-ONE lucky winners 


the chance to have a copy 
free! The first prize winner 
gets the chatbot too! We 
must be bonkers... 

What you have to 
do? 

Answer the questions 
below and send them to I- 
want-an-electronic-gizmo 
-to-opress-and-dominate- 
what-does-this-say-about- 
my-character-compo, 
Sinclair User, Priory Court, 
30-32 Farringdon Lane, 
London EC1R 3AU 
Closing date June 25th. 


Which of the Following 
Docs have NOT been 
made into computer 
games? 

□ Doc the Destroyer 

□ Doctor What 

□ Doctor Who 

□ Doctor Crippin 

□ Doctor I'mfeelinglike 
apareofcurtainsect 

□ Doc of the bay 

Name. 

Address. 
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house. The plan of rooms etc is 
a sort of flattened version of the 
castle in Cauldron. There are 
bats which change into cloak¬ 
spreading vampires, zombies 
with arms outstretched, spiders 
which bounce down from their 
webs on the ceiling and crawly 
sneekers which slime over the 
floor. 

All of them can be killed by 
pressing Fire and moving your 
gun's cross-hair over them. 

You'll find your baby brother 
somewhere near the top of the 
mansion, but to get there you 
must use the lifts which are 
activated by picking up objects 
such as goblets of blood and 
scripts. 

It's an intriguing dodge, 
collect, and climb game, a low- 
rent, very viable alternative to 

Cauldron. 

I could even just about put up 
with those dread-awful horror 
cliches! 


CTA 

m M Wl 

■ ou may remember 

programmer Christian 
Urquhart from bis stint at 
Ocean when he co-wrote Daley 
Thompson's Decathlon. 

Well, since then he's moved 
into space, first with Gun 
Run ner f or Hewson (reviewed 
this QQ) and now with Star 
Runner for Code Masters. 

ft's the year 2087 and time for 
the Olympics, which the Earth 
hasn't won for 1$ years. 

So, the people of Earth expect 
your best when you take part as 
a Star Runner in the space 
marathon - not just long 
distance running but hurdles as 
well. The joystick controls are 
simple enough. Left and right 
takes you across the track while 


T his is Ghost Hunters, 

where Rambo meets 
Dracula in a gruesome 
follow-up to Vampire, Code 
Masters' early, and actually 
pretty successful game. 

Three days ago Professor 
Twilight, who owns Nightmare 
Mansion, offered your twin 
brother Chuck Studbuckle a 
substantial reward to rid his 
house of ghosts, ghouls and 
creeeepy things. Chuck's not 


Playing the computer means 
a more taxing game, and, 
indeed, a greater possibility of 
losing. If, on the other hand, 
you don't manage to thrash 
your best friend, or even your 
pet hamster, then the Tutorial 
Mode offers helpful and friendly 
advice on how to win the next 
time. 


T hink!, they said in the 

office. So I did. And after 
I'd finished thinking, 
about Life, the Universe and 
other such things, I got on and 
played the game from Firebird. 


Think!, is not really a new 
game, it's a budget re-release. It 
got good reviews when it first 
came out, and it's going to get a 
good one from me now that it's 
selling for only £1.99. 


It's a board simulation game. 
The idea is to place four of your 
counters in a line on the board 
before the computer or a 
human adversary does. A nice 
simple idea, and a nice simple 
game. 


THINK! 


been heard of since and it's 
your duty, as big brother Hunk, 
to go look for him. 

At the start of the game, after 
a voice-synthesised 'Ghost 
Busters' - sorry 'Hunters' - 
you've got a choice of setting all 
characters and backgrounds in 
red or blue, depending on how 
good your telly's definition is, 
and whether you prefer blood 
or light. Authors Philip and 
Andrew Oliver have taken no 
chances with colour clash. 

Hunk may be a muscle man, 


armed with a machine gun, but 
the terror meter at the bottom 
of the screen fills with blood as 
he bumps into monster upon 
monster until, when he's 
petrified, he dies. His strength is 
shown on the macho meter 
which decreases as he fires his 
gun and fights monsters. 
Strength can be replenished by 
drinking from bubbling 
cauldrons, yak. 

There are several gothic 
stereotyped monsters which 
inhabit the 13 - at least I 
counted 13 - floors in the 


tmmi 


FACTS BOX 


Big, smoothly animated 
graphics, and a chilling 
voice-syn thesised 
'Ghost Hunters'. Big 
value for money 


GHOST HUNTERS 
Label: Code Masters 
Authors: Philip and Andrew 
Oliver 
Price: £2.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 




mu 

mm 


facts box 

THINK! 

Label: Firebird 
Price: £1.99 
Joystick: various 
Memory: 48K/128K 


mm 

mm 


Reviewer: 


favosa- 'tffafarol 


As far as graphics go, Think!, 
isn't going to seem 
tremendously exciting. There 
are few moving parts, the most 
interesting manoeuvre being 
the trundling of colour counters 
across the board (yawn). But 
this is a minor fault, and you 
don't really expect anything 
more dynamic than that from a 
board game, do you. Do you? 

Think! is, though, very neat, 
very slick and likely to keep the 
little grey cells ticking over! 




GHOSTHUNTERS 


smim 

mm 
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OCTAGON 


BUDGET 


M 


ost budget titles are 
joystick-jumping 
arcade games, so it's 
good to see, for a change, a 
strategy game for once. 
Octagon is Alligata's first 


venture into budget software on 
the Budgie label. 

You - and up to three of your 
friends (if you play the multi¬ 
player options) have been put 
on ice and trapped inside a four 



level complex of 60 cells. All 
you have to do is rebuild the 
eight pieces of some mystic 
Octagon. 

And all you have is a laser 
gun, some psychic powers 
which tell you where you are in 
the complex, and teleports 
which'll take you from one cell 
to another. 

Each cell comes to life with 
two or three squirming 
monsters. Locate and pick-up 
the transporter globes from 
within the cell and carry each 
one in turn back to the 



REVIEW 


RUNNER 


FACTS BOX 


I 


3D space marathon with 
programmer Christian 
Urquhart on top form. 
Unlikely to take off as a 
real sport , though 


STAR RUNNER 
Label: Code Masters 
Author: Christian 
Urquhart 
Price: £2.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 






forward thrusts you and fire 


jump. There’s r»o turning back. 

./; The 3D course is set out a bit 
like Hewson's Impossiball but 
aetiph is slightly jer$ef, There •; 
am more Obstacies through , | ; 
which to steer. though. For g.? 
starters there are the knee-high 
hurdles over Which you’ve got : 
to jump. If you hit one at high 
speed yfp runner takes a' 


the game. 


a mixture of flame-filled pits, 



which reduce your speed. All 
can be dealt with by jumping 
but you can also move your 
runner left and right to avoid 
them. The course is mapabte so 
it's not too difficult to work out 
-.Where each obstacle will be on 
the next screen. 


SCORe ©0092 I 


1 


The obstacles you can't jump 
over you'll have to go round. 
They include a battering ram 
which knocks the wind out of 
you and blows you back on to 
the previous screen, and a robot 
which just obstructs your path. 
Toward the end of each level 
there are a series of teleports 
which take you back to an 
earlier screen and lose you 
•time. 


FACTS BOX 




Compulsive strategy 
game with arcade ele¬ 
ments. It's massive big 
and frustrating to play. 
Budgie's first success 


OCTAGON 
Label: Budgie 
Price: £1.99 
Memory: 48K/128K 
joystick: Kempston and 
Cursor 

Reviewer: 


Reviewer: 






transporter terminal. The 
blobby monsters fly along pre¬ 
determined paths and get in the 
way while you try to pick up the 
transporter globes. Shoot them 
and they'll disappear for ten 
seconds, giving you time to 
make a grab and dash. If they 
hit you they'll drain your energy 
and once that's gone it's back to 
Cell 1, Level 1. 

If you collect four or more 
globes you move to the next 
cell, where you face more 
monsters, obstacles and 
globes. When you get through 
to the central core of the 
complex — which is a bit like 
playing TV's Blockbusters 
without the questions from Bob 
Holness - you move on up to 
the next level. Complete all four 
levels return to the outside 
world and that's it. 

Octagon is an original and 
frustrating combination of 
strategic logic and arcade 
anarchy. I only have one 
complaint. Since there's no 
Sinclair joystick option and you 
can't redefine the key controls, 
you can't play it using a joystick 
with the 128K+2B 


TUBARUBA 


After you finish each level of 
this sprint-a-thon in space 
you're given a time and a score 
rating. If, however, you fall 
down m the job and don't get 
to complete the race, the auto¬ 
scorer comes up with a suitably 
sarky comment such as My 

do better?* ; 


I expected Firebird's latest to 
be a flashy arcade game. 

After all, Thrust II was pretty 
fine. Instead, what I got was a 
lot of wierd metaphysical 
objects bouncing up and down 
in front of me. 

The anti-hero of this piece - 
called Tubaruba incidentally - is 
an itinerant schoolboy who has 
smashed a school window, 
collect £50 to cover the repairs 
and form the basis for his end of 
term report. 

Sounds fabulous doesn't it? 

But when I started to play the 
game I was treated to a flickery 
stick-insect of a schoolboy 
sprite and a group of 
performing tomatoes which 
bounce up and down on the 
screen so that more by luck 
than judgement you get to 
make your first £10. 

Our schoolboy finds himself 
in some very psychedelic 
otherworlds. Was he on drugs? 
Was there some message in the 
graphics which I'd missed? The 
answer to those questions is no. 
Tubaruba is just another excuse 
for Firebird to release any old 
tat on its Silver label. 

Worse - I found it difficult to 
get past the first three screens 
because those alien fruit take 
up most of the screen. The 
game's play logic was all to pot, 



and the player character 
couldn't seem to move into the 
main part of the screen without 
tripping over something* 


FACTS BOX 


Hugely disappointing 
Firebird release. There's 
infinitely more invention 
in the title than the game 
itself 


TUBARUBA 
Label: Firebird 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 
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SINCLAIR TITLES 


£2.95 EACH 


I £4.95 EACH 


Teach Basic on ZX, The Covenant, Star 
Bike, Who Dares Wins II, Psytraxx, Jet 
Set Willy, BC's Quest for Tyres, 
Beachead, Manic Miner, Match Fishing, 
Hacker, Sir Lancelot, Potty Pidgeon, 
Ghostbusters, Pole Position, Gyroscope, 
Fighting Warrior, Toy Bizzare, Talos, 
Alien 8, Nightshade, Kong Strikes Back, 
Show Jumping, Monty on the Run, 
Bounty bob Strikes Back, Eddie Kidds, 
The Train Game, Zorro, Monty Mole, 
Bizzicom, Spiderman/Hulk, Chess 
(Sinclair), Project Future, Brian Jack's 
Superstars, Mugsy's Revenge, Geoff 
Capes Strongman, Chimera, 
Thunderbirds, Chicken Chase, 0 Level 
Maths, Chem, Phys, International 
Karate, Cop Out, Pitfall II, Enduro, Robin 
of Sherlock, Twister, Cyberun, Zoids, 
Supersleuth, Bounder, Starstrike II, 
Super Chess 3.5, Rescue of Fractulus, 
Realm of Impossibility, Panzadrome, 
Think, Gunfright, Skyfox, Nomad, 
Westbank, Sam Stoat Safebreaker , I of 
the Mask, Mindshadow, Revolution, 
Metabolis, Winter Sports, William 
Wobbler, Riddlers Den, 

Ballblazer, Quartzatron, Nightgunner, 
Frost Byte, Sir Fred, Surf Champ, Hurg, 
Contact Sam Cruise, Adrian Mole Book 
and Tape, Skool Days, Yabba Dabba Do, 
Football Manager, Tournament 
Snooker, Indoor Soccer, Merlock the 
Mede 


£3.95 EACH 


River Raid, Adventureland/Secret 
Mission, Whams Music Box, Moon 
Cresta, Valkyrie 17, Death Star Int, Frank 
Brunos Boxing, Rocco, Falklands '82, 
Stainless Steel, The Planets, Equinox, 
Battle of the Planets, Chuckie Egg II, Spy 
v Spy, Off the Hook, Arcade Hall of 
Fame, Red Arrows, W.O.W. Game 
Compilation, Johny Reb 2, 3 Weeks in 
Paradise, Stainless Steel, Battle of the 
Planets, Jet Set Willy II, Abersoft Forth, 
Vectron 3D, Gerry the Germ, Rasputin, 
Costa Capers, Runestone, Hot Shots 
Compilation, The Young Ones, Mini 
Office, Knight Lore, Virgin Atlantic 
Challenge, Robin of Sherwood, Fat 
Worm, Thanatos, Big Strike 


Collosal Adventure, Adventure Quest, 
Amazon Women, The Illustrator, Never 
Ending Story, Tau Ceti, Pacman 
(Atarisoft), The Ket Trilogy, Superbowl, 
Dragon's Lair, Sold a Million I, Mega Hits 
Compilation, Hihglander, Masters of the 
Universe, Eidolon, Tarzan, Prodigy, 
Crystal Castles, Terra Cresta, Cobra, 
Cauldron 2, Heavy on the Magic, Trail 
Blazor, Future Knight, Avenger, Lord of 
the Rings, Crash Smash 2 Compilation 



Spinnaker Software £1.95 

each 

Kids of Keys, Fraction Fever, Alphabet 
Zoo, Aegean Voyage, Up and Add 'Em, 
Number Tumblers, Logic Levels, Dance 
Fantasy, Ranch, Make a Face, 
Kiddercomp £7.95 

Hill Macgibbon Pack includes 
Punctuation Pete, Ballooning, Special 
Agent, Car Journey £7.95 


I GAMES PACK 


includes Codename Matt II, View to a 
Kill, Friday 13th, Test Match, Beaky & 
Egg Snatchers, The Pyramid £5.95 


£3.99 

£4.99 

£4.99 


UTILITIES & PERIPHERALS 


Currah Micro Slots £2.95 
Spectrum Addiitonal Drum Kits 
Latin 
Afro 

Electro ---- 

Spectrum 48K & 128 Power Packs £9.95 

Alphacom Thermal Paper 5 Rolls £9.95 
+ £1.00 p&p 

Specdrums £25.00 + £1.00 p&p 
p&p 1 - 3 titles 75p 
3 or more £1.00 
Overseas £1.20 per tape 

MAKE CHEQUES PAYABLE TO 


LOGIC MAIL ORDER LTD 


Department 2, 17 Leofric Square 
Eastern Industry, Peterborough, 
Cambs 

Tel 0733 313870 



You’ve played The Hobbit... 
YouVe played Lord of the Rings 


Now play Shadows of Mordor... 
Lord of the Rings Game 2 



I SOFTWAREATYOUR 
U FINGERTIPS! 



> Over 10,000 tapes FOR HIRE — including GAMES, BUSINESS 
& EDUCATIONAL 


> LOW chgarges — from 63p (PLUS p&p and VAT) for 2 weeks hire. 

> LIFE membership ONLY £5.00 (inc VAT) 

> FREE printed catalogue 

> FREE newsletter with hints, tips, reviews etc. 

> FAST, FAST service — We always use 1st class post 

> European members welcome (Payment in Sterling) 

> HIRE whenever YOU want to — no committment. 


Have you ever been disappointed with software you’ve bought? 
Now you can hire it first. If you like it, buy it at £1.00 off our already 
discounted prices. If you don’t, send it back and it’s only cost you 
the hire fee. NSL is the best SPECTRUM library, with over 16,000 
deligthed members. 

JOIN TODAY, or, if you don’t believe our claims write or phone 
01-661 9240 for a FREE copy of our catalogue. 



42 Harefield Avenue, CHEAM, Surrey SM2 7NE 

I enclose £5.00 for LIFE MEMBERSHIP. Please rush my membership kit to 
me. If, within 28 days. I’m not delighted with your service you'll refund my 
membership fee. 

Name____—--- 

Address_ .—-—- 

—--- Dept SU6 



DATA-SKIP 

PRESENTS: 


These are all real Spectrum 
screen-shots! 


DIGITISER 

WOlUdffAGOI 


With the Videoface you can transfer television 
pictures into Spectrum SCREENS. With this 
SCREENS you can do whatever you like. You 
can LOAD them into a drawing program or 
make hardcopies on a printer (see examples) 
For the Videoface a video-out signal is needed 
so you can use a video recorder, camera or 
scart-television. 

You can even use another computer as a 
transmitter. What would you think of a 
Commodore screen in your Spec?? 

The Videoface scans continuously and 
because of it’s speed, it appears you're 
watching a digitised movie! 

The Videoface produces a high-res 256 x 192 
x 4 bit screen. 

The software is fully menudriven and is Beta 
and microdrive-compatible. 

Slice adjustable while scanning. Always 
stores the latest six screens for animations! 
The Videoface digitieses a picture in 0.27 
seconds! 

And you can use it for fun, computer art or 
professional aims 

So why hesitate? Rush to the mailbox and 
order now! 

The Data-Skip Videoface digitiser is £69. 


The Data-Skip Videoface digitiser is £69 or HFL 
£249.00. Please add £1.00 for P&P 


SEIKO RC1000 


Wrist terminal with 2k of free memory to store e.g. 
addresses, telephone numbers or appointments. 
Extensive alarm facilities (daily, weekly and 
yearly alarms) also gives you the world time of 
nearly every place in the world. Fully 
programmable on your Spectrum 48k (with 
interface 1) or Sinclair QL. Data transmission 
software, interconnection cable and watch 
included. Very good value at a bargain price 
of £49.95 or HFL 160.00. 

Please state Spectrum or QL 


VTX5000 


Modem + Interface software in eprom Works in 
every country of the world. £49.50 or HFL 160.00 


DESK TOP AMX 


Here is your mouse driven desk top, (Opus disc 
drive only). Also included screen dumping just 
£5.95 


Trade enquiries welcome, please contact us: 

(0) 1820-20581 Data-Skip, L. Willemsteeg 
10,2801 WC Gouda, Holland 
•Also available from Romantic Robot 01 625 9463 


Please send me.Videofaces at 

£69 each. Please add £1.00 P&P 

Micro Connection (Belgium) 
ABC (Germany) 




























































[MM IOTHLOR1EN 


TWO CHANGES TO CHANGE HISTORY! 

Our history is recorded by the battles we have fought. But how would our present differ if the battles had turned 
out differently? If Napoleon had won? Or Hitler? 

Who would rule us now if the Cavaliers had won the English Civil War? 

What sort of world would we live in if the result of World War One had been different? 

These two new games from Lothlorien give you the chance to reshape the past! 




1642 saw the beginning 
of The English Civil War between 
the Roundheads under Cromwell and 
the Cavalier supporters of the tyrant Charles I. 
We all know who won, but will they 
win again in this realistic 
reconstruction? 


WORLD WAR ONE 

In the trenches, covered in mud, they waited to receive 
their orders. To crawl forward or to run back. If you 
had been giving the orders, would you have done the 
same as the Generals did between 1914 and 1918? Or 
do you have a different strategy? 

® 

LOTHLORIEN 

Argus Press Software 
Victory House Leicester Place 
London WC2H 7NB Telephone: 01-439 0666 


SPECTRUM 48/128 

£ 9.95 





Caval 

/Oo' 


Cavalry, 
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J onty is back. Never has 
a mole known such 
longevity. People 
expect certain things from 

Monty games flying leaps 

beinq squidged by giant 

Shammers being two of 

th The good thing about all the 
Monty games 'sjhe way M 
have managed to take tna 
Manic Miner format whilst 
ringing some fresh changes. In 
Aufwiedersehen Monty the 
S Ingredients are ob,ects to 

be collected (linked via some 

ruTopeanTandmaJksrand a 

^peTovid^of 

r-hemSed to collect a 
ticket. Within the basic idea 
rravellinq around Europe, 

taking them to the right places 
there are hundreds and 

hundreds of bouncing things, 
platforms (bouncy and non- 

bouncy, frogs, ra bbits 

impassable holes, assorted 
ipaos (long, short and 


and ladders ext a * a 5? h !? e ll 
You want a plot? Oh well, 

Monty is still on the run and is 
trying t° earn enough money to 
buy himself a hideaway 
island in the sun. Getting that 
money depends on Monty 
successfully completing a 
whole series of tasks in various 

out... It is possible to travel 
around most of Eu r°P e dv . 
finding your way through 
screen by screen but it is 

sometimes necessary (and 

quicker) to use a plane. A P 
are found in a number ot 
focahons - if Monty has an air 

t^ket. T he air flight section-s 

fun the mole dons ° ld - st V'® 
flying gear and does dog fights 

over the clouds. 


I won't repeat some of the 
jokes, but you can 'mag'" e tha ' 
given that there are such puns 
as the leaning tower of pizza 
thinas aren't too highbrow... 

The placement of the plat orms 

and the ladders is bnlhantly 

infuriating -half the tinned 

c-ppms impossible and the 
whole thing is made even more 
difficult to judge because o 
Monty's peculiarly 
Supermanesque style of 
jumping (a sort of up, upend 
away leap) at 45 degrees. 

I failed to get off the f| rs 
platform for the first few goes 
but eventually managed to 
make my way through the f.jst 
dozen or so screens. The first 
thinq everyone who played the 
Jam. did was drink the bott es 

of wine-this was a big mistake 

as Monty goes completely 
erratic and wanders about all 
over the screen (straight into a 

passing frog). 

Monty is not ongmalin 
design but is still incredibly 


inventive - more inventive than 

”3" .»•«»*< 

and V jumping game - buy this 
it's one of the best and pretty 
funny tooF 


goes from strength to 

s trength _ 

Aufwiedersehen 
MONTY 
Label; Gremlin 
1 Author: in-house 

1 Memory: 48K/128K 
I joystick: various 


Reviewer: G * 4 
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eoRttos 

HELPUNE 

A fter being hailed as toy boy of the year by my grateful 
female readership, I've been having severe image prob¬ 
lems. 

Unlike Sylvester Stallone, my broadest measurement is 
around the waist rather than the chest and my new PR 
consultants, engaged at enormous expense, have ordered me 
to shed at least two stone before Easter. 

They also suggest I use styling mousse for my unruly locks 
instead of the rancid yak's butter I've preferred for years. 

It's tough - and expensive - being a sex symbol, what with 
the stretched limo, Italian thigh boots and several crates of Eau 
Sauvage after-shave. 

Anyway, enough of the problems of the rich, beautiful and 
famous (preen, preen) and on to those of the adventuring world 
at large. 


First, off to the post¬ 
catastrophe world of 

Aftershock. 

Stephen Keighley of White- 
▲ field and Jean-Bernard 
^ Moens of Brussels both have 
similar problems early on in 

♦ the action - they're firmly 
stuck in the lift. "I've disco¬ 
vered the panel," writes 

♦ Stephen, "and that's where I 
stop. How do I open the 
panel and is it the way out of 

♦ the building? What sort of 
words should I type in to 
play the game." As far as the 

♦ words you should use are 
concerned, just using a verb 
and a noun will get you 


through. Sprinkle a few pre¬ 
positions in like 'on' and 
'with' occasionally too. 
You'll rarely need to worry 
about using complex sent¬ 
ences in Spectrum games. 

Meanwhile, back in the 
lift. . . have a look around 
then 13,6,10 and remove the 
aforesaid panel. Having 
done this you should be 
easily able to climb out of 
the lift and head off D,S,W to 
find the isolator. Make sure 
you switch this off and then 
examine the workbench to 
get a torch. This should see 
you on your way to con¬ 
tinuing the game. Joe Tin- 
ney of Uddingston, Glasgow 


along with TR Beadon of 
Letchworth is "now stuck 
down the sewer in Scott St. I 
have a handle and a bottle of 
oil but I can't get the sluice¬ 
gate open. I've connected 
the handle and tried greas¬ 
ing, emptying and many 
other things but the gate 
won't open. Can you help?" 
Willingly gents. The main 
problem here is one of find¬ 
ing the right words - some¬ 
times an infuriating thing in 
adventures. What you must 
do is 15,7 and then 1,17. 
Now open the sluicegate. 

Signor Beadon has a few 
other complications in his 
life, starting with 

Very Big Cave 
Adventure 

where he can't escape from 
Gotham city after being 
transported there in the Bat- 
mobile. This sequence is 
quite complicated so I'll try 
to summarise it as briefly as 
I can - there are a number of 
things to be done before 


side the infirmary and ex¬ 
amine the bubbles, then get 
the canister. Now go to the 
Study Area where an explor¬ 
ation of the desk will deliver 
you a box with a pellet in¬ 
side. Stroll over to outside 
the gallery. As long as the 
newsboy is still referring to 
the Jester being on the loose 
go into the gallery. Wait until 
the Jester appears and open 
the valve on the canister. 
This will send you back to 
'the heart of Gotham city' 
where you drop the canister 
and go to the back alley. 
Examine the wall, go up and 
switch on the searchlight on 
the roof. Get the nail file in 
the museum next and then 
steal the tiara from the 
jewellers. Go out and N and 
then wait until someone 
appears - he'll return you to 
the Bat Cavern. 

Action time now on 

Rebel Planet 

♦ which is turning up quite a 
number of cries for help late¬ 
ly. First, though, a snappy 

♦ solution to the game from 
John Docherty of Greenock 
- basically a way of avoiding 

♦ all hassles. Says John: "Fly 
to the third planet and, when 
outside the building, type 

♦ 101, type 010, type 101. Now 
remove the lincom, remove 
the back and kill the guard. 

♦ Examine the armoury and 
take the battery and the 
elmonite. Now go to the 
Queen Room, implant the 
A battery, drop the elmonite 
* and go down. The queen will 
be blown up and that's it 
A finished!" 
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GORDO’S 

HELPLINE 

Fast and dirty this, though 
it doesn't quite justify the 
large number of pennies li¬ 
berated from your piggy 
banks to buy the adventure. 
John has also tried the hard 
way round however and 
asks where to find the de¬ 
tractor - try the cos-map, N, 
NE from the sewer cover. "Is 
there a way," asks Michael 
Palmer of Newquay, "to stop 
the hotelier in the Trosleeze 
Hotel from dying? Secondly 
how the hell do you get in 
the sewers?" I've not heard 
of any way to save this char¬ 
acter's life yet but remember 
to help the wounded 
amongst the carnage, ex¬ 
amine a fist and even the 
desk. The sewers are a topic 
we've covered before - you 
remove the sewer cover in 
the visiphone with a detrac¬ 
tor. From Coimbra, Portugal 


comes a longish list of ques¬ 
tions. Paulo Cavadas asks 
"What use are the droid and 
the power pak and how do I 
insert the fuel capsule in the 
jet to make it work? How do I 
use the infra-red scanner 
and what is the point of the 
message from the Resist¬ 
ance - is it connected with 
the orbs above the Arcadian 
temple door? Finally, 
where's the crystal?" 

The droid is programmed 
to maintain the star-ship 
Caydia - there's also a dust¬ 
man droid in the game 
which cleans things up and 
can't be captured. The pow¬ 
er pak, when it's attached to 
a suitable wire, will help to 
disable an obstructive fence. 
I don't think you're on the 
right track with the fuel cap¬ 
sule - my information tells 
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me that it's practically use¬ 
less except to fuel a rat-trap. 
Try using the tin - this 
should get the jet going 
properly. 

The infra-red scanner will 
come in useful in a dark spot 
- so try viewing it in a dark 
cavern. As to the message, 
yes, follow what it says after 
you've taken a look at the 
Tropaean temple with five 
circles over the door. The 
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GO [JSESHEH Craig Hopper of 
Sf Grangetown, Middlesbor- 
ough asks: "In Part 3 how 
can I open a door which has 
a lock or handle?" You prob- 
^2ably would find a key quite 
^useful in this. Go to the 
UJ study and 12,9. Get the notes 
3H you see and 12,9 again - the 
key will be there beneath the 
spot you found the notes. 

A Jones 

from Coventry can't find the 
sword which he suspects is 
used to do in the Black 
Knight. Quite right - the 
Snow Queen will give it to 
you. You'll have to free her 
from the ice-cube by break¬ 
ing it. Search the throne 
room in the Ice Age period. 
But remember, you don't 
use the sword - it has to be 
given to the Prince. Let him 
do the bumping off. 

'* From War¬ 

rington, James Harper seeks 
to know how to make yet 
another sword. "I have the 
blade but I can't find or make 
a hilt. Also how do I board 
the pirate ship without being 
clapped in irons all the 
time?" Once you've found 
the blade go Up twice then 
1,4 and 18,5 - the first in¬ 
struction is important as it 
stops you falling. Once 
you've got the hilt, make the 
sword. To beat the pirate, kill 
him with the scimitar from 
the desert tent. 

"How do I get past the De¬ 
monkin?" whimpers Stefan 


Karlsson of Sweden, "And, 
about your age - are you 17 
or 19?" Just 21,14 to do in 
the Demonkin, my son. Am I 
17 or 19 ? Yes, give or take a 
few decades. Adds the Swe¬ 
de, "I'd vote on you for Mr 
Universe if you could take 
those clothes off!" This is 
getting ridiculous. . . 

jJHIjJESiEEBI Mark the 
Mighty of Weston-super- 
Mare asks how to enter the 
citadel. Not yet having play¬ 
ed this I'm none too sure 
what conditions may apply 
at this point but, according 
to Sandra Sharkey's solu¬ 
tion, after pinching your arm 
and typing two you should 
be able to go N and simple 
Enter Citadel. If anyone also 
has the code for the 3rd Part 
of Fourth Protocol, drop 
Mark a line at 19, Brookland 
Road, BS22 8LS. 

Bob Smith 
of Norwood Green, Southall 
scribes thus: "How do I get 
the house in Hampstead as I 
can't find the money to buy 
iy and how do I get a job 
from the bank?" Both things 
are connected, Bob, but the 
job has to come first. If 
you've got the tie from Jus¬ 
tin Perrier and the credit card 
from the park bench you can 
then buy a suit from the 
tailors in town. Wear it and 
then find the club. Answer 
the questions correctly, 
11,19 and you're employed. 
Be horribly devious and dis¬ 
loyal from now on 


crystal? It's in the museum. 

Signor Beadon from 
Letchworth is having prob¬ 
lems with part of Rainbird's 

Silicon Dreams trilogy. 

fAdventure Quest 

f young Beardon is even worse 
off - "I'm down in the Hell-hole 
and can't get past the hot coals 
W of its bottom." Decidedly 
unpleasant situation, mate, 
which can best be resolved by 
finding some insulating mate¬ 
rial which will allow you to walk 
over them. 16,3 to do this - the 



object can be found half way up 
the path around the volcanic 
crater. 

PRICE OF MAGIK 

♦ is also causing Beardon prob¬ 
lems. "I can't locate the crystal 
ball or the staff and the bat 
^ won't help me get the wheel." 
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Now the crystal ball has to be 
reated in the cold store which is 
S,S,NW,S from the rock-walled 
room. You must take the monk¬ 
ey with you as it has an essen¬ 
tial though highly painful partto 
play in the creation of the ball. I 
won't say any more than that 
for fear of giving the game 
away. Go through the Glowing 
Gateway to get the unfortunate 
beast. The staff is easily missed 
and requires a bit of lateral 
thinking - using any weapon 
you need to 20,2,8 at the start¬ 
ing location. The bat won't be 
easily persuaded and you must 
find the Hyp spell to get it to do 
you bidding. To learn the spell 
you should examine the inscrip¬ 
tion high up in the Arch-roofed 
corridor. Cast Fly to reach it. 
The focus for the spell is the 
staff • 
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In an age in which honour was revered, from a time when grace and 
beauty were virtues, a class of warriors set themselves apart to 
dedicate their lives to a perfection in combat that in itself was an 
artform, to a discipline of mind that became a religion. The attaining of 
such excellence required an extraordinary diligence in self-denial and 
training in order to achieve the ultimate accolade ‘War Lord’. Kendo, 
Karate and finally Samurai are the tests that must be mastered 
before such honour can be bestowed. 


Monty the Mole is still on the run on his most exciting and exacting journey 
to date, a whistle stop tour of the capitals of Europe, acquiring more than 
just the local scenery on the way. W ith Intermole and the local gendarmes 
hot on his tail Monty must fill his booty bag with enough continental 
treasures and currency to effect an escape to his dream island 
Montos. BW 


that's 
out of 
this world 


KRAKOIT 

CBM64/128$9.99 Tape SI4.99 Disk 
Spectrum S7.99 Tape 
Amstrad S9.99 Tape SJ4.99 Disk 
MSXS7.99 Tape 


AUF W1EDERSEHEN MONTY 
CBM64/128 Amstrad S9.99 Tape 
SI4.99 Disk. Spectrum S7.99 Tape 
SAMURAI TRILOGY 
CB,¥64/128 Amstrad S9.99 Tape 
SI 4.99 Disk. Spectrum S7.99 Tape 


Gremlin Graphics Software Ltd., Alpha House, 


10 Carver Street, Sheffield SI 4FS England. 































HELPLINE 


Lords Of Time 

"After solving a few early prob¬ 
lems I had my ego deflated 
when I came across the bunch 
of keys out of reach under the 



shed door. I can't get 'em out 
though I have the lodestone/ 
magnet from the Narcissus. I'm 
hoping there's something 
handy in the shed that'll catch 
the willow's tears - I think I 
need them to reach the next 
time zone. The Tooth Fairy 
won't let me have the penny as I 
have no tooth and I can't move 
the Porsche. Help!" 

Anything to oblige another 
portly bloke, Will. You're right 
about the lodestone - it will 
attract the keys if you 14,2 and 
lets you in the shed. What you 
find there isn't exactly some¬ 
thing to catch the tears but it is a 
way of getting one. Also try 
waving the valerian at the tree. 
By the sounds of it Big Will 
thinks he can't travel across 
time zones without certain ob¬ 
jects. Indeed he can-by turning 
the cog in the clock to the 
desired point and pushing the 
pendulum to open the door. 
Only by doing so will Will get a 
suitable tooth for the Fairy - 
there's a toothachey tiger in the 
prehistoric zone who won't 
mind having one pulled. Do 
remember to carry some food 
for the beast though, otherwise 
it may well decide to nibble you 
first. The Porsche? I don't know 
if you can move it but you 
should search it. 

The definitive 
Spiderman map^ 


Philip May of Cardiff asks 
a number of questions about 


Spiderman 

And it just so happens that 
A this month's complete solu- 
* tion and map is for the very 
same game. The solution is 

♦ as follows. The map is - well 
- wherever The Mad Celt 


♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 


chooses to put it really. 

Walk walls, W, Examin Crib, 
Take formula, Examine Crib, 
Take 1st Gem, E, Walk floor, N, 
N, Drop Gem, Drop Formula, S, 
S, E, Open Doors, Enteer Shaft, 
Examine Shaft, Examine Niche, 
Take 2nd Gem, U, Examine 
Shaft, Examine Niche, Take 3rd 
Gem, U, Examine Shaft, Exami¬ 
ne Niche, Take 4th Gem, Push 
Shaft, U, Examine Shaft, Exami¬ 
ne Niche, Take 5th Gem, W 
(Penthouse), Lower thermostat, 
Lower Thermonstat, Read Ther¬ 
mostat, Open Desk, Take 6th 
Gem, Take Painting, Pull Paint¬ 
ing, Take Paper, Read Paper, 
Drop Painting, Enter Shaft, D, D, 
D, W, W, N, N, Drop Gem (six 
times), S, E, Take Aquarium, W, 
S, E, Enter Shaft, U, U, U, W, 
Raise Thermostat, Empty 
Aquarium, Take 7th Gem, Drop 
Aquarium, Lower Thermostat, 
Take Desk, Take Couch, Enter 
Shaft, D, D, D, W, W, N, N, Drop 
Gem, S, E, Take Statue, W, S, E, 
Enter Shaft, U, W, Drop Statue, 
Drop Couch, Drop Desk, Enter 
Shaft, U, W, W, Close Eyes, W, 
Push Knob, Turn Knob, Open 



Eyes, Take 8th Gem, Type Run 
(£950), E, S, Take Acid (NCI), 
Take Calcium (CaC0 3 ), N, N, Mix, 
Take Calcium (Call) S, S, Take 
Chemicals, N, N, Make Web, 
Drop Paper, S, E, Enter Shaft, D, 
D, W, W, S, Drop Calcium, Exam 
Corners, Take Gem. N, N, N, 
Drop Gem x 2 (Save Game), S, 
Shoot Web at Gem, Take Gem. 
N, Drop Gem, S, S, S, Take 
Corners, N, E, Enter Shaft, U, W, 
Take Desk, Take Couch, Take 
Statue, W, Enter Roof, Open 
Mesh, Drop Mesh, Enter Duct, 
Take Gem. Exam Fan (500) 
Shoot Web At Fan (400), Shoot 
Web At Fan (300), Shoot Web At 
Fan (200), Shoot Web At Fan 
(100), Shoot Web At Fan (50), 



Shoot Web at Button, Enter Fan, 
Take Gem.'(Save Game) D, D, D, 
D, D, Get Octo, Flit Electro, W, 
Read Dial, Drop Corners, Drop 
Statue, Drop Desk, Drop Couch, 
Take Gem. E, Exam Electro, Take 
Gem. Exam Octo, Take Gem, 
Take OCto, Take Electro, W, Drop 
OCto, Drop Electro, Read Dial 
(957), E, U, U, U, U, U, Enter Fan, 
D, Feel North, Take Gem. S, Feel 
South, Take Gem. N, E, E, Enter 
SHaft, D, W, W, N, N, Drop Gem 
(x7) S, S, E, Enter Shaft, U, U, W, 
W, W, Type Run, E, E, Enter 
Shaft, D, W, W, Enter Roof, Enter 
Duct, Enter Fan, D, D, D, D, D, 
Take Newspaper, Open News¬ 
paper, Take Gem. U, U, U, U, U, 
Enter Fan, D, D, E, E, Enter Shaft, 
D, W, W, N, N, Drop Gem, Score, 
"MICAH" 100% 

INFORMATION 

EXCHANGE 

• Marcus Beer, 76 Longleyy 
Rd, Milton Regis, fitting- 
bourne ME 10 2EN will help 
with Eureka, Boggit, Valkyr¬ 
ie t7, Sherlock, Zork! and 3, 
Hobbit, Terrormolinos and a 
few others. In return he 
needs aid with Questprobe 3 
- he keeps getting smashed 
in the shaft,' 

• Colin Walsham has com¬ 
pleted all the Delta 4 sagas, 
Gremlins, Claymorgue, 
Sherlock, Robin of Sher¬ 
wood, Send an SAE plus a 
twenty pence coin with your 
queries - as many as you 

;.y-- like {within reason, says Cob 
Ha!) ~ to 62 Leigbwocd Ave¬ 
nue, Leigh-on-Sea, Essex 
SS9 4LG. 

• From Cyprus, Con Marki- 
des of 2A Rega Fereos St, 
C8C Area, Nicosia is peeved 
because Luxor is constantly 
losing riders as he leaves the 
gates of Varenoro in 'Doom- 
dark's Revenge' - thus en¬ 
ding up dead quickly. Please 
write and help him. 

Thanks due this month to 

. Lawrence Moon for 'Bugsy' 
clues, Darren Riley and 

y; Richard Ambridge for the 
Zzzz tips and also to Michael 
Lewis for hints on Eairiight. 
See you next moon, chums. 

GORGEOUS 

GREATBELLY 

Landlord 


GREATBELLY’S 

THINGY 

1: DROP 2: THE 3: 
CLOAK 4: POLE 5: 
ALTAR 6: ONTO 7: 
MECHANISM 8: 
VINE 9: DESK 10: 
CHAIR 11: GET 12: 
LOOK 13: CLIMB 
14: TALISMAN 15: 
LUBRICATE 16: 
THROW 17: BOT¬ 
TLE 18: EXAMINE 
19: LETTER 20: 
CUT 21: POINT 
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STRATEGY 

SIMULATION 


E nterprise - what a 

wonderful title for a game 
in these progressive 
times of the true-blue 
entrepreneur. Set your self up 
in business, apply for several 
million pounds worth of grant 
from a regional development 
council, get a workforce of YTS 
trainees in, exploit them, and 
then see how fast you can do a 
runner to the Seychelles. Right? 
Wrong - if only. 

In fact, Enterprise is a 
variation of that old game 
Trader -admittedly with a few 
flashy bits bolted on - but 
ultimately not as satisfying. 

Sort of Elite-ish, but not that 
good. 

What has happened is that 
having just got out of jail for 
transgressing some trivial law 
or other (well, borrowing some 
money from a bank without 
asking), you're looking for a 
way to make your fortune. 
Obviously, you've decided to go 


I M FINE THfiNKS 


ENTERPRISE 


wide open reaches of the galaxy 
to wheel and deal, dodge and 
weave, duck and dive, apples 
and pears, trouble and strife, 
etc, to make yourself an 
intergalactic pony, so as you 
can retire to the Paradise Planet. 

The problem is that because 
of rampant inflation, the 
amount of money you want to 
make to win the game, goes up 
dramatically with time. 

You begin orbiting a planet 
and admitedly the graphics on 
this phase, and almost every 
phase come to think of it, are 
quite pretty. The main section ' 
of the screen is made up of 
mono dots, but it's very 
effectively done, so the planet 
turns around quite neatly in a 
sea of stars. 

Below the main display are 
gauges showing how fast 


you're going, your altitude, 


>3 3isllll03s: 

♦ 


amounts of fuel on board and 
total time elapsed. Above are 
shown your co-ordinates, plus 
the pitch, yaw and roll of your 
craft. All jolly helpful. You 
accellerate/decellerate by 
pressing Fire and moving up/ 
down ... so off you go to land 
on the planet. Unless, that is, 
you'd rather check out other 
systems, in which case you can 
press M to display a map of the * 
nearest stars. 

You dial up information on 
each system by moving a 
cursor over a star, then pressing 
Fire. Then you get a full screen's 
worth of data showing its co¬ 
ordinates (irrelevant), distance 
from your present position, 
then the four ratings of 
Economy, Helpfulness, Honesty 
and Mineral Base. The latter 
tells you which type of the 16 
minerals you will pick pp if you 

f 


♦ 


r r*7 



* 

< 


* 




buy metals on that planet. If you 
want to visit said planet, press H 
for hyperspace and you'll be 
deposited within the system. 

Accellerate towards the 
planet and the screen will 
change to a visual 
representation of the planet 
surface itself, again in mono, 
with a foreground of dots 
jshowing things like the landing 
strip, etc) and a background of 
mountains. They call this bit a 
flight simulator . . . something 
a’fcin to comparing a cream egg 
eaten at a bus shelter to a five 
course meal at The Ritz. Not 
that there's anything 
specifically wrong with that - 
but a full blown flight simulator 
it isn't. 

Once you land (don't forget to 
put the landin^pgear down, will 
you), turn the engines off and 


communication with a little 
green alien (shown weebling 
away in the bottom bit of the 
screen). 

Text communication ... * 

come on. It's an Eliza program - 
the sort all of us have typed in at 
one time or another from a 
mag, and been massively 
unimpressed With. 

For those who'v.e had their 
heads in a bucket for the last 
few years, Eliza-type programs 
attempt to have a conversation 
with you - responding to stuff 
that you type in. Generally they 
are infuriating. This one, high- 
cal though it may be, is no 
different. 

You have to try and trade with 
the aliens via this method, and 
it's dashed hard work, even 
using the ten or so 
preprogrammed phrases that 
are brought up by pressing 
Symbol Shift, plus a particular 
letter. 

OK, so you buy the minerals 
(flood, or fuel, or insurance . . . 
yet, insurance), get your repairs 
done (hard landing was it?) then 
off into the wild blue yonder to 
#try and make a trading profit on 
another world. 

So what about the combat, ah 
. . . surely must be some 
combat somewhere. 

No. No combat. 

No blasting - a feature that 
might have livened the 
proceedings up a little. 

Over five billion worlds to 
visit they say. I'd be surprised if 
you made it to more than three. 

Enterprise isn't Melbourne 
House's finest hour* 


























COMPETITION 





Coupon 

Name.. 


*. ,. .... 




................ 


THERSWN 


H ow do we do it? Yet again g||| offers you a 
competition with prizes, the like of which you 
have never seen before, and which you will 
probably never see again. 

This time it’s based on the Classic-rated 128K game 
from Rainbird, The Pawn. It’s actually a bit of a 
breakthrough in adventure intelligence programmed 
by Magnetic Scrolls. If you read the January issue, 
which of course you did, you’ll know that we thought it 
was pretty good, and we know that you’ll agree with 
us, because that’s the sort of people you are. Anyway, 
Rainbird has now got itself together and the game’s 
actually out. 

This is not a competition about little pink fishy 
things (those are prawns - Ed) but a competition about 
chess sets. That’s because the prizes go something like 
this: 

t The first prize winner will walk away with a superb 
Alice in Wonderland chess set (check out the 
picture) and their very own (no sharing) copy of the 
128K-only title. 

# Five second prize winners will receive a normal 
non-Alice in Wonderland chess set and a copy of the 
game. 

# Not to mention the five third prize winners who will 


also take away a copy of the game. Is there no limit 
to our (actually it’s Rainbird's - Ed) generosity? 

WHAT TO DO 

All you have to do is this. Answer the questions, fill in 
the coupon and send off to us* at Sinclair User, 30-32 
Farringdon Lane, London WC1R 3AU and mark you 
entry, clearly, Alice. 

a) In Alice in Wonderland, what does the Mad 

b) How many ^bls^S®^s^ . 

board?... 


How to enter*: 

Fill in the coupon below and 
send it to Peculiar Thing, 
Sinclair User, Priory Court, 
30-32 Farringdon Lane, 
London WC1R 3AU. 


►the sentinel^^ 

W e called it extraordinarily rated a Classic, which pleased extraordinarily peculiarly yet totally 
peculiar in the last issue, so Firebird a little. So much, in fact, cool hand-painted Sentinel 
this competition is a little that what is probably going to be badges to the first twenty people 


Coupon 

The correct meaning is: a) □, b) Q, c) □, 
d) □ (tick one box) 

Name. 

Address. 

*Employees of EMAP and Firebird no matter, how peculiar may 
not apply. 


W e called it extraordinarily 
peculiar in the last issue, so 
this competition is a little 

strange. 

We're talking about The 
Sentinel here, and you may 
remember that as well as being 


rated a Classic, which pleased 
Firebird a little. So much, in fact, 
that what is probably going to be 
the most extraordinarily peculiar 
competition of the decade, we’re 
giving away, wait for it, some prizes. 

Not just any ole prizes you 


extraordinarily peculiar, it was also understand but special 


extraordinarily peculiarly yet totally 
cool hand-painted Sentinel 
badges to the first twenty people 
who answer the following slightly 

odd question correctly. 

Question 

What is the correct meaning of the 
word Sentinel? 

Is it: 

a) The sort of feeling that makes 
you go around with a big sloppy 
grin on your face, 

b) A type of force that occurs-when 
you whirl things around very, 
very fast for quite a long time, 

c) A guardian who watches out for 
things, this that and the other, 

d) The ability to be bent in all sorts 
of wibbily wobbily ways? 


L 
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y es, I know it's pretty 
long to type in but it's 
worth it - honest. 
Goblin Mountain is 
a complex-ish graphic adventure 
with magic. With spells! With 
combat!! With 116 IDGs!!! Also, 
an incredible number of rooms 
and levels together with lots of 
nasties, treasures and other fea¬ 
tures. 

The entire game is menu- 
controlled so you won't have to 
find the correct input eg “tie 
rope'' etc. As with my previous 
^ game, Forest of Long 
Shadows , each game is different 
in that rooms, monsters and trea¬ 
sures are in different places so 
you've got a new challenge each 



een bored with the last couple of 
month's worth of role-playing rub- 
bish? You'd best turn over then, 
’cause here's the third bit. It's actually a 
pretty nifty solo quest thing - programmed 
by Martin Page - called Goblin Mountain 




time you play. 

You begin - just you and your 
three companions at the cave 
entrance of Goblin Mountain. 
Before you are four guests 

# Visit the Cave of the Ores 

# Kill the Deathfiend 

# Amass 200 Experience points 

# Find the Sceptre of Life. 

YOU must choose one guest 

and in all cases you must return 
to the cave entrance after com¬ 
pleting your quest. 

MOVEMENT 

N, S, E, W, U, or D. If you get the 
message ‘Blocked path!' it means 
that there isn't a corresponding 
path in the adjacent location 

OBJECT 

DETAILS 

OBJ flashes on the screen 
when an object is present. Messa¬ 
ges mean as follows Here: Ob¬ 
jects at current location. Inven¬ 
tory: of specified player, Take 
and Drop: objects by the specified 
player. Exit: return to main 
menu. 

Q UIT, SAVE, 
LOAD 

Quit: f'estai'ts game; Save and 
Load: Saves and Loads partly 
played games. 

MAGIC 

Providing you have the approb¬ 
ate scroll and at least three magic 
points per spell. Characters 3 


and 4 can cast non-combat spells 
(Spells 6 to 9). 

ATTRIBUTES 

Each character has five attri¬ 
butes which will be of a slightly 
difjerent value for each game: 

rength i^ised in determin¬ 
ing combat. durance is how 
much damage you can take; 
j ^Qgic is the number of magic 
points which are used for spell- 
casting (these can be increased by 
drinking from a Magic Pool but 
beware, you can't do this all the 
time as there must be sufficient 
elapse ii^ime before drinking 
again!): f^^ility is used for run¬ 
ning away from monsters and 
also usecMndeciding dexterity in 
combat; ^ Q?erience (which also 
helps in combat) is gained in 
three ways: 1 Killing monsters; 2 
Possessing certain objects; 3 
Casting spells. Attributes can 
change in the course of the game 
- play the game and find out! 

COMBAT 

If any wizards are still alive, they 
will be asked if they want to cast 
combat spells (Spells 1 to 5). 
Once this has been done, combat 
takes place automatically within 
the parameters of ordinary role- 

B ing tecfuiiques - die rolling, 
rength, ^QUity, 
ence etc. 

“SPACE” 

If 'Space' flashes in the message 
window, you can press this after 


duration of the current fight ^ 
2 Lifedrain: Reduces the 


durance of the current monsters. 
3 Repel: Reduces the number of 
monsters by one - will not work 
on the Deathfiend or the Black 
Knight. 

4Curse: Reduces the 

[C][]lrength of the current mons¬ 
ters. 

5 Teleport: Allows your party 
to teleport down a level away 
from a combat situation. 

6 In visibillty: Aliows your par¬ 
ty to be invisible for five turns. 
Very useful for stealing the 
goodies from under the meanies’ 
noses. 


7 Speed: Gives 1 point 
ity to the chosen player. 

8 W ellbeing: Gives 3 points of 
durance to the chosen play- 


9Strongman: Gives 1 point of 
I rength to the chosen player. 


WHAT TO DO 

Type in and Run the listing 
exactly as it's printed here 

If after running the listing for 
the first time, you find the screen 
covering in junk simply press 
Break and directly input Gosub 
500 and all will be put right. For 
this to work correctly you must 
first make sure that Lines 15 and 
500 have been entered correctly 
in the first place. The problem of 
the "gobbledegook" almost cer¬ 
tainly lies in an incorrect Poke 


1 CLEAR 64000 

2 REM M.PAGE 1987-N.B.Da NOT 
use graphics mode at any time wh 
en keying in listing. 

3 CLS : LET T=255: LET V=0: P 
RINT "POKE(ing) Graphics - PLEAS 
E WAIT15 SECONDS" 

4 RESTORE 7000: FOR N=64001 T 
0 64928: READ I: POKE N,I: LET V 
=V+I: NEXT N 

5 IF VO 104327 THEN PRINT "E 
RROR IN DATA": PRINT "DATA CHECK 
SUM=";V: PRINT "IT SHOULD BE 104 

327.PLEASE CHECK LINES 7000 T 

0 7285": STOP 

8 DIM Nt(4,7): LET NAM=0: GO 
TO 10 

9 LET NAM=B 

10 CLS : RANDOMIZE : LET A=0: 
LET B=l: LET C=2: LET D=3: LET E 
=4: LET F=5: LET G=6: LET H=7: L 
ET J=8: LET K=9: LET M=10 

12 LET Xt=" L 

ET Bt=" ": LET RUN=A: LET U=B: 
LET W=510: LET L=6B0 
15 DEF FN R(R)=INT <RND*R+B): 
DIM Vt(B,H): DIM L(62): DIM Ct(G 
,36,24): DIM Mt(G,12,M): DIM Pt( 
20,14): DIM Tt(20,19): LET Zl=23 
606: LET Z2=Z1+B 

20 RESTORE 6100: FOR N=B TO 20 
: READ Pt(N): NEXT N 

25 RESTORE 6200: FOR N=B TO 20 
: READ Tt(N>: NEXT N 

45 BORDER A: PAPER A: INK H: C 
LS : POKE 23658,J: POKE 23609,M 

47 LET SV=A: GO TO 970 

48 IF NAM THEN GO TO 995 

50 CLS : PRINT "ENTER CHARACTE 
RS' NAMES,(MAXIMUMSEVEN LETTERS) 

:": FOR N=B TO E 

55 INPUT LINE At: IF LEN At>H 
OR At="" THEN PRINT "NAME WRON 

G LENGTH!": BEEP .5,-20: GO TO 5 
5 

56 IF At(B)=" " THEN GO TO 55 

57 LET Vt(B)=At: GO TO 991 

60 LET Nt(N)=Vt(B): PRINT N;": 
";Nt(N): BEEP .1,B: NEXT N: FOR 
N=B TO 200: NEXT N 

65 CLS : PRINT INVERSE B; INK 
G;AT C,A;"SELECT YOUR QUEST" 

70 PRINT ''' INK F;"1:Visit th 

e Cave of the Ores.2: Kill the 

Deathfiend"*'"3:Amass 200 Exper 
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“What a tremendous game! The graphics are ' 
superbly designed, the characters perfectly 
animated, the gameplay so addictive you’ll never 


“Beautifully-defined characters 
is. that glide around the screen 
yHf without a glitch. Should grace 
f; the shelves of every PC owner.’ 1 


COMMODORE 
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4:Find the Scept 


ience Points"' 
re o-f Life" 

75 PRINT ''"In all cases you m 
ust return to the Cave Entrance. 

SB LET I*=INKEY* 

85 IF CODE I*'49 OR CODE I*>52 
THEN GO TO 8 B 

90 BEEP .3,M: LET L(62)=VAL I* 

: LET L(VAL I*+50)=B 

95 PRINT "Quest number ";I*; 

" selected" 

100 FRINT '' INK G; BRIGHT B; F 
LASH B:"PRESS SPACE KEY TO CONTI 
NUE" 

105 LET I*=INKEY* 

110 IF I*=" " THEN GO TO 490 
115 GO TO 105 
490 GO TO 1500 

500 POKE Z 1 , A: POKE Z2,60: RETU 
RN _ 

505 POKE Z1,249: POKE Z2,^50: R 
ETURN 

510 FOR N=E TO M: PRINT PAPER 
H;AT N,A;X*: NEXT N: RETURN 
515 GO SUB 505: FOR N=H TO M: P 
RINT BRIGHT B; INK E; PAPER H;A 
T N,16;"JJJJJ": NEXT N: GO SUB 5 
00: RETURN 

520 GO SUB 505: PRINT BRIGHT B 
; INK H; PAPER F;AT E, 22;"DDDDDD 
DDDD";AT F,22;"DMDDGHDDDD";AT G, 

22; "DDDGNNHDDD" ; INK A; AT H,22;" 
DDG";AT H,29;"HDD";AT J, 22 ;"DGNN 
NNNNHD" _ Tr , 

525 PRINT INK A; PAPER H; BRIG 
HT B;AT H,25;"1111": GO SUB 500: 
PRINT INK H; PAPER E;AT K,22;" 

M.PAGE ";AT M,22;" 1987 

: POKE 22711,110: RETURN 
528 PRINT INK A; BRIGHT B^ PAP 
ER G;AT B,14; 

T C,20;Y;AT C,28;L(D): 

530 INK A: PAPER T 
0 SUB 505: FOR N=E 
T N,16;"OOOOO": NEXT N 
535 IF VAL C , . 

INT AT F,18;"N": GO TO 540 
537 PRINT AT F,18;"A” 

540 IF VAL C*( 

INT AT E,18;"B" 

542 IF VAL C*(Y,X,C) 

INT AT G,18;"B" 

544 IF VAL C*(Y 
INT AT F,19;"CC” 

546 IF VAL C*(\ 

INT AT F,16;"CC 
548 IF VAL C*(N 
INT AT E,16;"E" 

550 IF VAL C*(Y,X,G)=B THEN 
INT AT G,20;"F" 

552 PAPER H: BRIGHT A: GO SUB u 
00: RETURN 

555 FOR N=B TO E: PRINT INK H; 
PAPER E;AT 12+N*C,A;N*(N): NEXT 
N: PRINT INK A; PAPER G;AT D,1 
1;L(62): RETURN 

560 LET 1=14: LET 0=J: FOR N=E 
TO 23: PRINT. INK A; PAPER F; BR 
IGHT B;AT I,Q;L(N): LET Q=Q+D 
565 IF Q=23 THEN LET I=I+C: LE 
T Q=J 

570 NEXT N: RETURN 
575 FOR N=A TO D: IF NOT L(N*F+ 
F) THEN PRINT PAPER A;AT N*C+1 
4,A;" 

T N*C+15,A;" 

580 NEXT N: RETURN 

600 LET I*=INKEY* 

601 IF I*="N" THEN GO TO 620 

602 IF I*="S" THEN GO TO 625 

603 IF I*="E" THEN GO TO 630 

604 IF I*="W" THEN GO TO 635 

605 IF I*="U" THEN GO TO 640 

606 IF I*="D" THEN GO TO 645 

610 IF I*="Q" AND U THEN GO TO 
4000 

612 IF I*="0" AND U THEN GO TO 
3000 

614 IF I*="M" AND U THEN GO TO 
5000 

619 GO TO 600 

620 IF C*(Y,X,B)="0" THEN GO T 
0 650 

622 IF C*(Y,X-G,C)="0" THEN GO 
TO 655 

624 LET X=X-G: GO TO 670 

625 IF C*(Y,X,C)="0" THEN GO T 
0 650 

627 IF C*(Y,X+G,B)="0" THEN GO 
TO 655 

629 LET X=X+G: GO TO 670 

630 IF C*(Y,X,D)="0" THEN GO T 
0 650 

632 IF C*(Y,X+B,E)="0" THEN GO 
TO 655 

634 LET X=X+B: GO TO 670 

635 IF C*(Y,X,E)="0" THEN GO T 
0 650 


VVVV*A(Vv«?* 


r, x , J to ) 

; A 

i : RETURN 


BRIGHT B: 

G 

D G: PRINT 

A 

N 


)>B THEN 

PR 

FO 540 

9" 


)=B THEN 

PR 

)=B THEN 

PR 

)=B THEN 

PR 

)=B THEN 

PR 

)=B THEN 

PR 

i)=B THEN 

PR 


"0" THEN GO 


637 IF C*(Y,X-B,D)=" 

TO 655 

639 LET X=X-B: GO TO 670 

640 IF C*(Y,X,F)="0" THEN GO T 
0 650 

644 LET Y=Y-B: GO TO 670 

645 IF C*(Y,X,G)="0" THEN GO T 
0 650 

649 LET Y=Y+B: GO TO 670 

650 GO SUB W: PRINT AT G,C;"No 
Pathway!": BEEP B,-20: LET RUN=B 
: RETURN 

655 GO SUB W: PRINT AT G,B;"Blo 
eked Path!": BEEP .05,D: BEEP .0 
5,A: FOR N=B TO 50: NEXT N: LET 
RUN=B: RETURN 

670 GO SUB W: GO SUB 528: GO SU 
B 530: GO SUB 515 
672 IF L(51) AND C*(Y,X,J)="C" 
THEN LET L(55)=B 
675 RETURN 

680 BEEP .01,20: PRINT INK B; 
FLASH B;AT M,M;"SPACE" 

685 LET I*=INKEY* 

686 IF I*=" " THEN BEEP .03,25 
: GO SUB W: RETURN 

687 GO TO 685 

690 PRINT AT F,A;"N)orth, S)out 

h,.E)ast, W)est,"'"U)p, D)own, 

": RETURN 

700 PRINT AT E,B; INK C;"SELECT 
OPTION" 

705 PRINT AT J,A;;"Q>uit,Save,L 
oad"'"0)bject details"'"M)agic." 

: RETURN 

710 IF FN R (50) =F AND YOG AND 
L(26)< >X THEN LET Y=Y+B: GO SUB 
W; PRINT FLASH B;AT E,F;"TRAP! 

11 ; FLASH A; AT G,A; "Oh dear, you" 

'"have fallen.through to the"' 

"level below.": GO SUB 528: GO S 
UB 530: GO SUB 515: GO SUB 718: 
GO SUB L 
715 RETURN 

718 FOR N=30 TO A STEP -.5: BEE 
P .02,N: NEXT N: RETURN 
720 PRINT AT 11,A: RETURN 
730 LET V=32*VAL M*(Y,MON,H TO 
J)+63449: POKE Z1,V-256*INT (V/2 
56): POKE Z2,INT (V/256): PRINT 
INK B; BRIGHT B;AT H,16;"AB";AT 
J,16;"CD": GO SUB 500: RETURN 
740 GO SUB W: PRINT AT G,C;"Spe 
11 cast!": FOR N=B TO 20: BEEP . 
02 ,RND*H: NEXT N: LET L(I*F+B)=L 
(I * F+B) _ D: LET L(I*F+D)=L(I*F+D) 
+C: PRINT PAPER A;AT I*C+12,14; 


B*: PRINT INK A; Fftfth: i-; onion 
T B;AT I*C+12,14;L(I*F+B);AT I*C 
+12,20;L(I*F+D): RETURN 
750 LET NL=A: FOR N=31 TO 50 
755 IF L(N)=OBJ THEN PRINT AT 
H,A;T*(N-30,F TO ): LET NL=B: PR 
INT AT K,A;"Object No:";AT K,10; 
N-30: GO SUB 780: BEEP .1,M: FOR 
Q=B TO 100: NEXT Q:: FOR Q-G TO 
K: PRINT AT Q,A;X*: NEXT Q 
760 NEXT N 

765 IF NOT NL THEN PRINT AT H, 

A;"Nothing!": BEEP B,-20 
770 RETURN 

780 IF N<40 THEN PRINT AT G,A; 
"Scroll:" 

785 RETURN 

800 GO SUB W: PRINT AT F,A;"Inp 
ut object"'"number and" "ENTER 

801 INPUT LINE A*: IF A*="" TH 
EN GO TO 801 

802 FOR N=B TO LEN A*: LET F*-A 
*(N): IF CODE F*<48 OR CODE F*>5 
7 THEN GO TO 801 

803 NEXT N 

B04 LET Q=VAL A*: IF GKB OR Q>2 
0 THEN GO TO 801 
805 RETURN 

810 PRINT PAPER A;AT I*C+12,D* 
VAL T*(Q,C)+F;B*; INK A; PAPER F 
; BRIGHT B;AT I*C+12,D*VAL T*(Q, 
C)+F;L(V): BEEP .1,M: RETURN 
820 FOR N=31 TO 50 
825 IF X=L. (N) -100*Y AND Y=(L(N) 
-X)/100 THEN PRINT FLASH B; BR 
IGHT B; INK H; PAPER B;AT K,16;" 
*OBJ*": GO TO RET 
830 NEXT N: GO TO RET 
840 FOR N=E TO M: GO SUB 505: P 
RINT BRIGHT B; PAPER G;AT N,22; 
"0000000000": NEXT N: GO SUB 500 
: RETURN 

850 LET A*="OOOOOOOQ": LET V=B: 
FOR N=F TO 20 STEP F: IF L(N) T 
HEN LET A*(V)=CHR* (N/F+79): LE 
T V=V+C 
855 NEXT N 

860 FOR N=J TO B STEP -1: IF A* 
(N)< >"0" THEN LET A*=A*( TO N): 
GO TO 865 
862 NEXT N 

865 LET POS=(53-LEN A*)/C: RETU 
RN 

870 LET A*="00000000": LET V-B: 
FOR N=B TO Q: IF M(N) THEN LET 
A*(V)=CHR* 84: LET V=V+C 
875 NEXT N: GO SUB 860: RETURN 


900 GO SUB 850: GO SUB 505: PRI 
NT PAPER G; BRIGHT B;AT G,23;"0 
0000000";AT G,POS;A*: GO SUB 500 
: RETURN 

910 GO SUB 870: GO SUB 505: PRI 
NT PAPER G; BRIGHT B;AT J,23;"0 
0000000 ";AT J,POS;A*: GO SUB 500 
: RETURN 

950 PRINT INK E; PAPER H; BRIG 
HT B;AT 14,26;"HUMAN1WARRIOR";AT 
16,26;"DWARF2WARRI0R";AT 18,26; 

"ELF 3WAR/WIZ";AT 20,26;"HUMAN4 

WIZARD RETURN _ 

970 PRINT "DO YOU WISH TO LOAD 
IN A PREVIOUSLY SAVED GAM 

E (Y/N)?" 

975 LET I*=INKEY* 

980 IF I*="N" THEN GO TO 48 
985 IF I*="Y" THEN LET SV=B: G 
O TO 1500 

990 GO TO 975 

991 FOR I=B TO N-B: IF V*(B)=N* 

(I) THEN PRINT “YOU'VE ALREADY 
USED THAT NAME!": BEEP .5,-20: G 
□ TO 55 

992 NEXT I: GO TO 60 

995 CLS : PRINT "SAME NAMES AS 
BEFORE (Y/N)?": FOR N=B TO 100: 

NEXT N 

996 LET I*=INKEY* 

997 IF I*="N" THEN GO TO 50 

998 IF I*="Y" THEN GO TO 65 

999 GO TO 996 

1000 RESTORE 6400: FOR I=B TO G: 

FOR N=B TO J: READ M*(I,N,>: NE 
XT N: NEXT I 

1005 FOR V=B TO C: FOR I=B TO G: 
FOR N=B TO 15 

1010 LET R1=FN R(12): LET R2=FN 
R (12) 

1015 IF V=B THEN LET A*=M*(I,R1 
): LET M*(I,R 1 )=M*(I,R2): LET M* 

(I,R2)=A* 

1020 IF V=C THEN LET A*(K TO M) 
=M*(I,R1,K TO M): LET M*(I,R1,K 
TO M)=M*(I,R2,K TO M): LET M*(I, 
R2,K TO M)=A*(K TO M) 

1025 NEXT N: NEXT I: NEXT V 
1030 FOR I=B TO G: LET V=A: FOR 
N=B TO 36 

1035 IF VAL C*(I,N,H)>B THEN LE 
j v=V+B: IF M*(I,V,K TO M)<>" 

THEN LET L(VAL M*(I,V,K TO M)+ 
30)=100*I+N 
1040 NEXT N: NEXT I 
1055 RETURN 

1060 RESTORE 6300: FOR N=D TO 24 
: READ L <N): NEXT N: RETURN 
1080 FOR N=B TO G: RESTORE 6000 
1085 FOR I=B TO 36: READ C*(N,I) 

: NEXT I: NEXT N 

1100 FOR I=B TO G: FOR N=B TO 40 
1105 LET R1=FN R(36): LET R2=FN 
R (36) 

1110 LET A*=C*(I,R1): LET C*(I,R 
1)=C*(I,R2): LET C*(I,R2)=A* 

1115 NEXT N: NEXT I 
1120 FOR N=B TO D: FOR I=B TO F 
1125 LET R=FN R(36): LET C*(I,R, 
G)="1": LET C* <I+B,R,F)="1" 

1130 NEXT I: NEXT N 
1135 FOR I=B TO G 

1140 FOR N=B TO G: LET C*(I,N,B) 
="0": NEXT N 

1145 FOR N=31 TO 36: LET C*(I,N, 
C)="0": NEXT N 

1150 FOR N=B TO 31 STEP G: LET C 
*(I,N,E)= "0": NEXT N 
1155 FOR N=G TO 36 STEP G: LET C 
*(I,N,D)= "0": NEXT N 
1160 NEXT I: RETURN 
1500 CLS : LET Y=B 
1505 POKE Z1,89: POKE Z2,250:: P 
RINT INK G; PAPER C; BRIGHT B;A 
T A,A;"AB";TAB M;"AB";AT B,A;"CD 
";TAB M;"CD": GO SUB 505: PRINT 
AT A,C;"K";TAB K;"K": PRINT INK 
G; PAPER A;AT C,A;"LLLLLLLLLLLL 
": GO SUB 500 

1510 PRINT INK B; PAPER H; BRIG 
HT B;AT A,D;"GOBLIN";AT B,C;"MOU 
NTAIN" 

1515 PRINT INK H; PAPER C; BRIG 
HT B;AT A,17;"*LOCATION*";AT C,1 
4 ;"LEVEL:";AT C,22;"TURNS:": GO 
SUB W: GO SUB 515: GO SUB 520 
1517 PRINT INK A; PAPER G;AT D, 
C;"QUEST NO:" 

1520 PRINT INK B; PAPER G;AT 12 
,B;"NAME";AT 12 ,J;"ST";AT 12,11; 
"EN";AT 12,14;"MA";AT 12,17;"AG" 
;AT 12 , 20 ;"EXP";AT 12,26;"RACE" 
1525 GO SUB 950 
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1526 FOR N=B TO E: LET V=N*32+64 
089: POKE Z1,V-256*INT (V/256): 
POKE Z2,INT (V/256) 

1527 PRINT INK N; BRIGHT B; PAP 
ER H;AT N*C+12,24;"AB";AT N*C+13 
,24;"CD": NEXT N: GO SUB 500 

1528 GO SUB 505: FOR N=15 TO 21 
STEP C: PRINT INK G; BRIGHT B;A 
T N,26;"KLLLLK": NEXT N: GO SUB 


1529 INK A: PAPER H: IF SV THEN 
GO SUB 4300: GO TO 2025 

1530 PRINT FLASH B;AT G,C;”PLEA 
SE WAIT”;AT H,C;"90 SECONDS.": G 
0 SUB 1080: GO SUB 1060: GO SUB 
1000 

1540 FOR N=B TO 36: IF VAL C*(Y, 
N,H)=B THEN LET X=N: LET C*(Y,N 
,J TO )="The Cave Entrance": LET 

L(26)=N: GO TO 1542 

1541 NEXT N 

1542 LET V=FN R(D)+D 

1543 FOR N=B TO 36: IF C*(V,N,H) 
="3" THEN LET C*(V,N,J TO )="Ca 
ve of the Ores": GO TO 1545 

1544 NEXT N 

1550 GO SUB 555: GO SUB 560: GO 
SUB 575: GO SUB 528: GO SUB 530 
2000 FOR N=B TO H: BEEP .01,20: 
NEXT N: POKE 23658,J: LET L(D)=L 
(D)+B 

2015 LET L(57)=L(57)-B: LET L(25 
)=L(25)-B: GO SUB W 
2020 GO SUB 700: GO SUB 690: GO 
SUB 600 

2025 GO SUB 710 

2030 GO SUB 528: LET MON=A: FOR 
N=B TO 36 

2032 IF VAL C$(Y,X,HXC THEN GO 
TO 2050 

2035 IF VAL C*(Y,N,H)>B THEN LE 
T MON=MON+B: IF N=X THEN GO TO 
2042 

2040 NEXT N 

2042 IF L(57)>A AND M*(Y,MON,B)< 
>" " THEN GO SUB 730: BEEP 1.5, 
20: GO SUB 515: GO TO 2050 
2045 IF M*(Y,MON,B)<>" " THEN G 
0 SUB W: PRINT AT F,A;"You are"' 
"attacked by ";VAL M*(Y,MON,G)'P 
*(VAL M*(Y,MON,H TO J)): GO TO 8 
000 

2100 LET RET=2400: GO TO 820 
2400 IF L(25)<B AND C*(Y,X,H)=“4 
" AND (L(15) OR L(20)) THEN LET 
L(25)=FN R(20)+40: GO TO 2410 
2405 GO TO 2500 

2410 LET 1=16: FOR N=15 TO 20 ST 
EP F: LET I=I+C: IF L(N) THEN L 
ET L(N+B)=L(N+B)+G: PRINT INK A 
; PAPER F; BRIGHT B;AT I,14;L(N+ 
B): BEEP .1,20 
2415 NEXT N 

2420 GO SUB W: PRINT AT F,A;"The 
waters are"'"imbibed for"'"extr 
a magic!": GO SUB L 
2500 IF Y=B AND X=L(26) THEN GO 
TO 2510 

2505 GO TO 2600 

2510 IF L(55) OR L(56) THEN GO 
TO 2590 

2520 IF NOT L(53) THEN GO TO 25 
35 

2525 LET EX=A: FOR N=J TO 23 STE 
P F: LET EX=EX+L(N): IF EX>199 T 
HEN GO TO 2590 
2530 NEXT N 

2535 IF L(54) AND L(50)>A AND L( 
50)<F THEN GO TO 2590 
2580 GO TO 2600 

2590 GO SUB W: PRINT INK E; BRI 
GHT B; FLASH B;AT E,A;"CONGRATUL 
ATIONS"'"YOU HAVE"'"COMPLETED"'" 
YOUR QUEST" 

2591 FOR N=-20 TO 20 STEP .5: BE 
EP .1,N: NEXT N 

2592 PRINT ' FLASH B;"PRESS SPAC 

( E FOR.ANOTHER GAME" 

2593 LET I*=INKEY* 


2594 IF I*=" " THEN GO TO K 

2595 GO TO 2593 
2995 GO TO 2000 

3000 GO SUB W: PRINT AT F,E;"OBJ 
ECTS";AT H,C;"I)nventory,";AT J, 

C;"T)ake,D)rap,";AT K,C;"H)ere,E 
) x i t. " 

3005 LET I*=INKEY* 

3010 IF I*="E" THEN GO SUB W: R 
ETURN 

3015 IF I*="I" THEN GO TO 3100 

3020 IF I*="T" THEN GO TO 3300 

3025 IF I*="D" THEN GO TO 3500 

3030 IF I*="H" THEN GO TO 3700 

3035 GO TO 3005 
3100 LET RET=3105: GO TO 3900 
3105 GO SUB W: PRINT AT E,A;"Inv 
entary of";AT F,A;N*(I): LET OBJ 
=1: GO SUB 750: GO TO 3000 
3300 GO SUB W: LET RET=3305: GO 
TO 3900 

3305 GO SUB B00 

3310 IF L(Q+30)< >Y*100+X THEN G 
0 SUB W: PRINT AT F,A;"That abje 

ct.isn't here!": BEEP B,-20: G 

0 TO 3000 

3315 IF L(1+26)+VAL T*(Q,B)>K TH 
EN GO SUB W: PRINT AT F,A;"Sorr 

y, that.would excede.your ca 

rrying"'"capacity!": BEEP B,F: G 
0 SUB L: GO TO 3000 
3320 LET L(Q+30)=1: LET L(I+26)= 
L(1+26)+VAL T*(Q,B): LET V=I*F+V 
AL T*(Q,C)-C: LET QX=VAL T*(Q,D 
TO E): LET L(V)=L(V)+QX: GO SUB 
810 

3325 GO SUB W: PRINT AT G,B;"O.K 
. taken": BEEP B,M 
3330 LET NL=A: FOR N=31 TO 50: I 
F L(N)=Y*100+X THEN LET NL=B 
3335 NEXT N: IF NOT NL THEN GO 
SUB 515 

3340 GO TO 3000 

3500 GO SUB W: LET RET=3505: GO 
TO 3900 

3505 GO SUB 800 

3510 IF L(Q+30)< >1 THEN GO SUB 

W: PRINT AT F,A;"You haven't.g 

at it!": BEEP B,-20: GO TO 3000 
3515 LET L(Q+30)=Y*100+X: LET L( 
1+26)=L(1+26)-VAL T*(Q,B): LET V 
=I*F+VAL T*(Q,C)—C: LET QX=VAL T 
*(Q,D TO E): LET L(V)=L(V)-QX: G 
0 SUB 810 

3520 GO SUB W: PRINT AT G,B;"O.K 
. dropped": BEEP B,M: LET RET=30 
00: GO TO 820 

3700 LET OBJ=Y*100+X: GO SUB W: 
PRINT AT F,A;"Objects here:": GO 
SUB 750: GO TO 3000 
3900 GO SUB W: PRINT AT G,B;"Whi 
ch player?" 

3905 LET I*=INKEY* 

3910 IF CODE I*<49 OR CODE I*>52 
THEN GO TO 3905 
3915 LET I=VAL I*: IF NOT L(I*F) 
THEN GO SUB W: PRINT AT G,B;"P 
layer dead!": BEEP B,-20: GO TO 
3000 

3920 GO TO RET 

4000 GO SUB W: FOR N=B TO 50: NE 
XT N: PRINT AT F,F;"Q)uit";AT H, 
F;"S)ave";AT K,F;"L)oad" 

4005 LET I*=INKEY* 

4010 IF I*="Q" THEN LET GB=A: G 
0 TO 4040 

THEN LET GB=50: 


4300 PRINT AT F,A;"The game LOAD 
s" ' "in four blocks."''"PIay your 
.SAVEd tape." 

4305 GO SUB 720: LOAD "Gl" DATA 
LO: GO SUB 720: LOAD "G2" DATA 
C*(): GO SUB 720: LOAD "G3" DATA 
M*(): GO SUB 720: LOAD "G4" DAT 
A N*(): PRINT PAPER A;AT 13,A;" 

": GO 

SUB W: PRINT AT G,E;"LOADED": G 
0 SUB L 

4310 LET Y=L(B): LET X=L(C): PRI 
NT PAPER A;AT C,28;" ": GO S 

UB 528: GO SUB 555: FOR N=14 TO 
20 STEP C: PRINT PAPER A;AT N,J 
. ": NEXT N 

4315 GO SUB 560: GO SUB 950: GO 
SUB 575: GO SUB 530: GO SUB 515: 
RETURN 

5000 LET PS=B: LET MG=A: GO SUB 
W: PRINT AT F,A;"Select wizard"' 
"to cast spell"'"(3 or 4)7" 

5005 LET I*=INKEY* 

5010 IF CODE I*<51 OR CODE I*>52 
THEN GO TO 5005 
5015 LET I=VAL I* 

5020 IF NOT L(I*F) THEN GO SUB 
W: PRINT AT H,B;"Late Wizard!": 
EiEEP B , -20: RETURN 



5080 LET I*=INKEY* 

5085 IF CODE I*<49 OR CODE I*>52 
THEN GO TO 5080 
5090 LET QL=VAL I* 

5095 IF NOT L(QL*F) THEN GO SUB 
W: PRINT AT G,F;"Late";AT H,C;" 
Adventurer!": BEEP B,-20: RETURN 

5125 LET L(QL*F+SP)=L(QL*F+SP)+P 
S 

5130 GO SUB 740: PRINT INK A; P 
APER F; BRIGHT B;AT C*QL+12,SP*D 
+11;L(QL*F+SP): BEEP .1,20: RETU 
RN 

6000 DATA "1110002A grimy room", 
"1101000A dusty passage","111 100 
2A bleak dungeon","1011000A dim 
corridor" 

6005 DATA "0111000A dark tunnel" 
,"1111002A dusty room","1110000A 
bleak tunnel","1101002A dark ch 



"Whi 


THEN LET GB=100: 



4015 IF I*="S' 

GO TO 4040 
4020 IF I*="L 
GO TO 4040 
4025 GO TO 4005 

4040 GO SUB W: PRINT AT H,B;"Are 
you sure?" 

4045 LET I*=INKEY* 

4050 IF I*="N" THEN GO SUB W: R 
ETURN 

4055 IF I*="Y" THEN GO SUB W: G 
0 TO GB+4200 
4060 GO TO 4045 
4200 GO TO K 

4250 PRINT AT F,A;"The game SAVE 
s" ’ "in four blocks."'"Please fol 
low"'"screen prompts.": GO SUB L 
: GO SUB W: PRINT FLASH B;AT H, 
C;"SAVING NOW" 

4252 LET L(B)=Y: LET L(C)=X 
4255 SAVE "Gl" DATA LO: SAVE "G 
2" DATA C*(): SAVE "G3" DATA M*( 
): SAVE "G4" DATA N*(): GO SUB W 
: PRINT AT H,E;"SAVED": GO SUB L 
: RETURN 


5025 GO SUB W: PRINT AT F,A; 1 
ch spell to"'"cast (6 to 9)?" 
5030 LET I*=INKEY* 

5035 IF CODE I*<54 OR CODE I*>57 
THEN GO TO 5030 
5040 LET V=VAL I* 

5045 IF L(V+30)< >I THEN GO SUB 
W: PRINT AT G,A;"Scroll not held 
": BEEP B,-15: RETURN 
5050 IF L(I*F+B)<D THEN GO SUB 
W: PRINT AT G,C;"Not enough";AT 
H,E;"MAGIC": BEEP B,-15: RETURN 
5052 IF MG THEN LET MG=C: RETUR 
N 

5055 IF V=G THEN LET L(57)=G: G 

0 SUB 740: RETURN 

5060 IF V=K THEN LET SP=-1 

5065 IF V=H THEN LET SP=C 

5070 IF V=J THEN LET SP=A: LET 

PS=D 

5075 GO SUB W: PRINT AT F,A;"To 
cast on"'"which player"'"(1 to 4 
)?" 


amber" 

6010 DATA "111 1001A grim passage 
","1011000A slimy tunnel ","01110 
00A dirty tunnel1111002A vile 
crypt" 

6015 DATA "1110000A dungeon path 
","1101000A dark passage","11110 
00A creepy corridor","1011002A f 
ilthy room" 

6020 DATA "0111000A black pathwa 
y","1111003A throne room","11100 
00An awful path","1101000A dank 
tunnel" 

6025 DATA "1111002A torture cham 
ber","1011000A dusty pathway","0 
111002An armoury","1111000An evi 
1 corridor" 

6030 DATA "1110000A bleak passag 
e","1101000A damp pathway","1111 
004A magic pool","1011000A dingy 
passage" 

6035 DATA "0111000A grimy corrid 
or","1111002A barrack room","111 
0000A draughty tunnel1101000A 
n odious pathway" 

6040 DATA "111 1000A filthy corri 
dor","1011000A dark corridor","0 
111000A loathsome path","1111002 


























TANGLEWOOD SOFTWARE 


THE RACING GAME 

All the thrills of managing a 
stable of thoroughbreds. 

Features include: 

Form, fitness, going,. £jT) 

varying distances/^S&wJx/^x 
grades of races, u\m/ 
training, full betting,\ pSS- 
enquiries, save, Y\ * 

3 levels, watch t * / . 

them race, + much //\ 

FOOTBALL FEVER 

Manage your team to win 

LEAGUE TITLE, EUROPEAN 

CUP, CUP WINNERS CUP jfS 

F.A. CUP rtfs. 

Features include: 

Fitness, injuries, team^/rMV 
selection, penalties, j 

morale, substitutes, t 

booking, cup replays, / / 

form, transfers, + 
much more m 9 

£6.95 each OR Both Games for £11.90 
for Spectrum 48K and 128K+2 


CUT PRICE SOFTWARE 


**BEST SELLERS" 

* 

""STAR BUYS** 


""BEST SELLERS 

** 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

RRP 

OUR 

Stars On 128 &+2 

9.95 

7.95 

Hive 

9.95 

7.25 

Fist II 

8.95 

6.50 

Inheritance 

9.95 

7.25 

Elite 

14.95 

11.95 

Silent Service 

9.95 

7.25 

1942 

*7.95 

5.50 

Sky Runner 

7.95 

5.50 

Future Knight 

7.95 

5.50 

The Eagles Nest 

8.95 

6.50 

Ikari Warrior 

7.95 

5.50 

TT Racer 

9.95 

6.95 

Martianoids 

7.95 

5.50 

Great Escape 

*7.95 

5.50 

Head Over Heels 

7.95 

5.50 

Bombjack2 

7.95 

5.50 

Mag Max 

7.95 

5.50 

Laser Genius 

14.95 

11.95 

Double Take 

*7.95 

5.50 

Commando 86 

7.95 

5.50 

Triv Pursuit YP 

7.95 

5.95 

•Bismarck 

9.95 

7.25 

Starglider 

*14.95 

11.95 

Footballer Year 

7.95 

5.50 

Hit Pak 6 

*9.95 

7.25 

Short Circuit 

7.95 

5.50 

TopGun 

*7.95 

5.50 

Greyfell 

9.95 

7.95 

Academy (Tauceti 2) 

9.95 

7.25 

Star Games One 

9.99 

7.25 

Konami'sCoinOp 

9.95 

6.95 

Football Manager 

*7.95 

4.99 

Nemesis 

7.95 

5.50 

Knuckle Busters 

8.95 

6.50 

World Games 

9.95 

7.25 

Enduro Racer 

9.95 

7.25 

Sigma 7 

7.95 

5.50 

Shockway Rider 

7.95 

5.50 

AufWieder Monty 

7.99 

5.50 

Shadow Skimmer 

7.95 

5.50 

Leaderboard 

9.95 

7.25 

LCom People 128 

9.99 

7.25 

Ranarama 

7.95 

5.50 

City Slicker 

8.95 

6.50 

Paperboy 

‘7.95 

5.50 

Saboteur 2 

7.95 

5.50 

Deep Strike 

9.95 

6.95 

Best Beyond 

9.95 

6.95 

Dragons Lair 2 

9.95 

6.95 

10th Frame 

8.99 

6.95 

DarkSeptre 

14.95 

11.95 

Donkey Kong 

7.95 

5.50 

Graphic Ad Creat 

22.95 

18.95 

Gauntlet 

9.95 

6.95 

Metrocross 

8.99 

6.60 

Sailing 

7.99 

5.50 

Trivial Pursuit 

*14.95 

11.95 

Crash Smash’s 3 

9.95 

6.95 

Arkanoid 

7.95 

5.50 

Five Star 2 

9.95 

7.25 

Super Soccer 

*7.95 

5.50 

Xevious 

7.95 

5.50 

Space Harrier 

*7.95 

5.50 

Durell’s Big 4 

*9.95 

6.95 

Nosferatu 

9.95 

6.95 

Ninja Master 

1.99 

1.90 

Krakout 

7.99 

5.50 

Indoor Sports 

*8.95 

6.50 

Kinetik 

7.95 

5.50 

Jewels Darkness 

14.95 

11.95 

Ace 

9.95 

7.25 

Konamis Golf 

7.95 

5.50 


This is just a small selection from our stocks. Please ring for more details. P&P included. Overseas orders please add 75p per tape. For up to date 
lists enclose S.A.E. Mail order only. Please send Cheques P.0 Payable to C.P.S. Visa Access orders by phone welcome to: 

CUT PRICE SOFTWARE (DEPT. 6) Unit 6, Start House 
Riverway, Harlow, Essex, CM20 20W 
Tel: (0279) 24433 or (0279) 31956 (24 hr ansaphone) 



THE PLAYERS TEAM ARE OUT LOOKING FOR 
YOU! 

CAN YOU WRITE COMMERCIAL QUALITY 
GAMES IN MACHINE CODE? 

Write in Strictest Confidence to: 

RICHARD PAUL JONES 
PLAYERS SOFTWARE. CALLEVA PARK 
ALDERMASTON 
BERKS. RG7 4QW 

or phone: (07356) 77421 (5 lines) 


A w/eSk HfflMHAt - 

SINCLAIR HARDWARE & SPARES > p wave 

SINCLAIR ZX SPECTRUM PLUS48K. . ... ----- .”'22JJ! 

Sinclair 0L inc 4 progs, manual, 5 games, 8 books.•••• 250^00 125^00 (A) 

SINCLAIR OFFICIAL SPECTRUM UPGRADE KIT - CONVERTS RUBBER KEYED 

TH E RM AL P A P E R - ALP^ACO^32/T^M EX 2040/M ATTEL AO U. ” 2.00(D) 

THEMAL PAPER-SINCLAIR ZX PRINTER....BO* 5 ™* 

SINCLAIR EXPANSION PACK inc interface 1, Microdrive, Lead, Demo Cart and 

LEAD-INTERFACE1 to SERIAL PRINTER.8.50 4.00 E 

MEMBRANE FOR KEYBOARD - SPECTRUM 48K RUBBER^.- 2 85 E 

RUBBER MAT FOR KEYBOARD-SPECTRUM 48K RUBBER ..... —J ,?'«?,!!! 

KEMPSTON CENTRONICS PARALLEL PRINTER INTERFACE E .39.95 34.00 D 

kempston house inc Mouse, interface. OCP Art Studio S/w.69.95 58.00 C 

amx AMS MOUSE me Mouse. interface^AMXArt^.69.96 58.00 (Cl 

SINCLAIR MICRODIVE CARTRIDGE .J S2}!! 

asToctedK.P™' 

WABASH DATATECH 5.25 DS/DD 48TPI.PKT 0 - 8.00 D 

CF2 B 5 A BLANK d!s E CS H DS 5 DD D - AMSTRADCPC/PCW"""!.!OX10 t S0 22.00(D) 

E120 MAXELL 2HR BLANK VIDEO TAPE.BOXIO 55.90 34.00 (C) 

HARDWARE conftniBl 

AMSTRAD PC1512 DOUBLE DRIVE MONO .642.85 580.00 A 

AMSTRAD P pcW8512 ^inc E Printer, Monitor & software pius FREE Line ^Teach 

ATARn/CS^IooWLMESCxJil^iOlJEVncri^cs^tiddge and 

stamos for fast moving items price lists. ALL PRICES INCLUDE . 

uiTcarr Vins' 5 <Ef’gooun'SL oTic. °£oo%f f&a «E P . P0 £i n Sa e (R sol 
Despatched bv return of oost. Prices in this advert are valid for 14 days 

W.A.V.E (Dept SU587) 

WALNEY AUDIO VISUAL & ELECTRICAL 
53 SHEARWATER CRESCENT, BARROW-IN-FURNESS 
CUMBRIA LAI4 3JP. Tel 0229-44753 


BETA BASIC 4.0 

FOR SPECTRUMS WITH 128K MEMORY 

BETA BASIC 3.0 gave you a structured BASIC with procedures, great 
graphics commands, better editing, lightning-fast date handlingandla hall 
range of toolkit features SINCLAIR USER said: EANTASTlC ^ CRASLL 
'elegant.. .comprehensive'. MICRONET: Get t nowh 

ELECTRONICS: 'Powerful...thoroughly recommended . Now BCTA B^IC 
4.0 adds new commands to unleash the power of the 128K Spectruml Beta 
Basic 4.0 is Spectrum Basic compatible, but adds more than 100 new 
commands and functions to transform your machine! 


MASSIVE ARRAYS UP TO 64K ! 

e.g. DIM ! names$(600,100). End your memory problems! This array could 
be searched in 0.2 seconds with the INARRAY function, or sorted 
alphabetically in 5 seconds using the SORT command. 

LIST ! and INPUT ! 

et you move files directly between RAM disc and Microdrive, disc or screei 
without using the normal memory. 

INTERRUPT-DRIVEN SOUND 

allows generation of complex tunes and sound effects on 3 channels while 
your program keeps on going. 

FAST PATTERN FILL 

can fill any area with any user-defined 16*16 pixel pattern. The whole 
screen can be filled in less than a second! 

FASTER CIRCLE (12 times) and DRAW (2.5 times) 

You can select either RS232 output or 48K-type printer output. 

SAVE! allows saving any part of a program to RAM disc. 


Special upgrade package for Beta Basic 3.0 owners! State date of purchase if 
bought direct, OR return your original tape. Upgrade price. , , 

The Beta Basic NEWSLETTER is packed with ideas advice readers 
contributions, etc. You can buy 6 back-issues immediately (a total of 90 
pages) and/or subscribe for the next 6 bi-monthly issues. Price foi 6 issues. 
£5.00 in the U.K., £5.50 in Europe, £6.00 elsewhere. 

The Beta Basic 4.0 package includes Beta Basic 4.0 AND B e ta Basic 3.0 and 
comprehensive manuals - so buy it even if you don t have a 128K Spectrum 
vet! A special OPUS DISCOVERY version is available (normal price). Price. 
£15.95 world-wide. Eurocheques. ACCESS (MasterCard) welcome^ Please 
write your name and address clearly. Make cheques payable to BETASOE 1 

BBTASOFT, 92 OXFORD ROAD. MOSELEY. BIRMINGHAM B13 9SQ- 


































































oobfin mountain 

.... m ^ ^ « J * 


A dim chapel" 

6100 DATA "Death-fiend" , "Black Kn 
ight","wraiths","manticores","mu 
tant badgers" 

6105 DATA "hell hounds","mummies 
","ogres","giant ticks","giant m 
ice" 

6110 DATA "ores","zombies","garg 
oyles","giant spiders","ghosts" 
6115 DATA "ghouls","kobolds","sk 
eletons"," 1 izard men","goblins" 
6200 DATA "1505Firebal1","1505Li 
fedrain" , " 1505Repel " , " 1505Curse" 

,"1505Teleport" 

6205 DATA "1505Invisibi1xty","15 
05Speed","1505Wellbeing","1505St 
rongman","5102A Broadsword" 

6210 DATA "6520Shield of Light", 

"1402Boots of Speed ","2515C1oak 
of Delth","2510Talisman of Zit", 
"6103Mace of Kandos" 

6215 DATA "3515Ni1grack's Helm", 
"2101Staff of Nordus","4402Sorbo 
zon's Wand","1510Eye of the Ore" 

,"B550Sceptre of Life" 

6300 DATA B,FN R(D)+G,FN R(D)+H, 

A,FN R(D)+B,A,FN R(D)+G,FN R(D)+ 
H,A,FN R(D)+B,A,FN R(D)+F,FN R(D 
)+G,FN R(D)+E,FN R (D)+ B,A,FN R(D 
)+E,FN R(D)+F,FN R(D)+G,FN R(D) + 

C, A, E 

6400 DATA "0606230501 ","06054206 
06","0606021210","0707331308","0 
5051414","06073315","0B072219"," 
0B083220" 

6405 DATA "0909620402","08062307 
07","0806430911","07075210","080 
54316","09095317","07053218","09 
094320" 

6410 DATA "0707440503","09073407 
","1111620812","0909521119","080 
82312","07053314","08065416","10 
105320" 

6415 DATA "1109720304","09077306 
13","1211730816","1010641309","0 
8085415","09085416","08064318"," 
11116420" 

6420 DATA "1616810205","13127204 
14" , " 1110631117","09084412","080 
96415","10107417","10096419","12 
127420" 

6425 DATA "18209101 ","09106409", 

"1309731015","1211841118","11108 
41720","09086418","10107419","14 
138420" 

7000 DATA 0,131,207,223,127,57,5 
7,63,0,194,230,246,252,152,156,2 

52 

7005 DATA 127,127,245,245,117,85 
,95,31,254,254,95,95,95,83,250,2 
50 

7010 DATA 1,7,15,31,57,63,51,52, 
128,224,240,248,152,252,228,20 
7015 DATA 53,21,29,12,7,7,253,25 
3,84,72,88,48,240,80,95,95 
7020 DATA 0,3,15,29,63,55,57,14, 
0,128,224,240,120,190,238,246 
7025 DATA 31,57,47,15,1,247,25,6 
3,127,191,79,183,187,221,243,247 
7030 DATA 0,74,63,63,T,51,123,18 
9,0,144,164,248,240,60,176,252 
7035 DATA 61,121,249,63,248,63,1 
59,t,218,216,252,186,120,254,248 
, T 

7040 DATA 0,0,0,0,3,15,127,127,2 
,6,63,T,T,191,T,T 

7045 DATA 47,40,44,50,33,0,0,0,T 

,127,3,4,146,73,68,36 

7050 DATA 0,8,8,12,13,15,31,63,0 

,128,128,192,64,96,224,240 

7055 DATA 51,127,127,125,251,183 

,238,92,184,216,204,239,239,L83, 

123,253 

7060 DATA T,224,T,128,140,T,140, 

128,T,7,T,1,97,T,97,1 

7065 DATA T,194,192,T,245,240,T, 

252,T,1,1,T,67,7,T,7 

7070 DATA 31,63,32,45,101,193,19 

4,210,248,252,30,110,46,15,7,17 

7075 DATA 212,67,64,95,85,64,160 

,31,17,135,2,242,84,6,13,240 

7080 DATA 32,23,15,55,35,43,35,1 

19,20,162,194,182,22,90,20,180 

7085 DATA 127,250,223,154,149,21 

3,165,168,248,212,228,68,44,36,3 

6,194 

7090 DATA 65,115,122,61,242,63,8 




7,155,193,227,181,253,254,252,15 
6,156 

7095 DATA 30,10,15,7,3,1,1,1,252 
,249,249,242,225,226,230,227 
7100 DATA 35,103,120,89,91,203,1 
45,155,128,192,32,224,48,222,70, 

7105 DATA 148,85,66,64,132,42,73 
,200,30,56,248,136,97,34,196,8 
7110 DATA 31,32,124,172,164,190, 
132,164,224,16,248,180,158,242,2 
,84 

7115 DATA 102,96,79,95,79,224,T, 

T,72,80,136,208,156,62,T,T 

7120 DATA 2,67,63,20,8,14,20,32, 

8,136,212,244,116,8,72,40 

7125 DATA 40,63,4,65,142,132,227 

,240,164,164,198,65,32,96,164,72 

7130 DATA 0,1,3,199,143,141,141, 

253,0,224,240,248,252,220,222,22 

7135 DATA 127,15,15,253,141,57,3 
3,231,254,254,92,254,54,54,51,51 
7140 DATA T,95,87,7,15,62,60,60, 

T,227,131,1,0,80,80,0 

7145 DATA 56,56,0,0,8,42,42,191, 

0,0,64,52,8,0,0,240 

7150 DATA 0,0,3,7,13,13,13,7,0,0 

,192,224,176,176,176,224 

7155 DATA 135,131,163,163,227,23 

1,207,223,229,197,197,213,207,23 

1,247,251 

7160 DATA 8,8,25,21,87,105,48,61 
,128,128,12B,68,44,212,52,244 
7165 DATA 21,93,112,65,126,32,31 
,4,72,200,40,48,16,208,80,104 
7170 DATA T,T,240,224,237,237,22 
4,226,T,T,63,31,159,159,31,30 
7175 DATA 98,240,55,240,61,253,1 
92,158,30,58,186,56,126,127,3,12 
1 

7180 DATA 0,3,5,14,10,21,26,42,0 
,192,240,152,212,154,245,170 
7185 DATA 85,106,127,2,125,42,31 
,0,213,170,85,170,117,218,149,42 
7190 DATA 0,17,26,29,26,17,63,22 
2,0,136,88,184,88,136,252,123 
7195 DATA 246,165,210,212,67,95, 
101,191,63,165,77,43,194,250,166 
,249 

7200 DATA 0,1,7,15,31,62,60,58,0 

,224,240,248,32,112,40,4 

7205 DATA 54,117,114,112,112,113 

,49,31,10,30,112,16,144,96,0,0 

7210 DATA 31,63,32,92,66,200,194 

,194,248,252,12,116,132,39,129,1 

33 

7215 DATA 246,91,160,175,168,167 
,176,180,111,178,27,233,41,203,1 
1 , 171 

7220 DATA 1,3,2,2,4,4,8,63,0,128 
,128,128,64,64,32,248 
7225 DATA 10,25,17,8,11,20,35,96 
,160,48,16,32,160,80,136,12 
7230 DATA 0,3,4,15,24,27,26,24,0 
,240,8,248,14,106,76,24 
7235 DATA 9,9,8,11,4,6,27,63,24, 
144,16,208,32,96,144,248 
7240 DATA 60,60,T,T,T,T,60,60,60 
,60,60,60,60,60,60,60 
7245 DATA 0,0,T,T,T,T,0,0,0,0,0, 
0 ,0,0,0,0 

7250 DATA 197,69,119,16,28,4,7,1 
,192,64,112,16,28,196,167,193 
7255 DATA 3,3,15,15,31,127,T,T,1 
92,192,240,240,248,254,T,T 
7260 DATA 146,T,T,T,T,T,T,T,0,10 



,4,10,16,32,64,128 

7265 DATA 0,16,40,214,214,40,16, 
0,0,0,136,221,119,34,0,0 
7270 DATA 24,126,126,T,T,126,126 
,24,T,T,T,T,T,T,T,T 
7275 DATA 8,64,0,18,0,128,16,0,3 
1,50,118,99,110,226,254,56 
7280 DATA 126,66,169,145,82,T,19 
5,T,16,40,68,254,108,84,68,56 
7285 DATA 60,67,169,146,82,114,6 
0,230,48,112,26,58,92,40,36,108 
8000 GO SUB 730: GO SUB L 
8010 GO SUB W: PRINT AT G,A;"R)u 
n or F)ight?" 

8015 LET I*=INKEY* 

8020 IF I*="R" THEN GO TO 8100 
8025 IF I*="F" THEN GO TO 8200 
8030 GO TO 8015 

8100 LET RUN=A: LET FLEE=A: FOR 
N=H TO 22 STEP F: LET FLEE=FLEE+ 

L(N): NEXT N 

8150 IF (FLEE/L(24)+FN R(D)-FN R 
(D))>=VAL M*(Y,MON,F) THEN GO S 
UB W: PRINT AT G,B;"You run away 
!": FOR N=B TO 15: BEEP .03,30: 
NEXT N: GO SUB W: GO SUB 690: PR 
INT FLASH B;AT K,F;"Which";AT M 
,C;" Direction?": LET U=A: GO SU 
B 600: LET U=B: IF NOT RUN THEN 
GO SUB 515: GO SUB W: LET L(D)= 
L(D)+B: GO TO 2030 
8190 GO SUB W: PRINT AT G,B;"You 
weren't";AT H,B;"fast enough!": 
BEEP B,30 

8220 FOR N=60 TO 61: LET L(N)=A: 

NEXT N: LET REP=A: LET MST=A: L 
ET LDR=A 

8225 FOR I=D TO E: IF L(I*F> THE 
N GO SUB W: PRINT AT F,A;N*(I)' 
"Do you want"'"to cast a"'"spell 
(Y/N)?": LET MG=B: GO TO 8235 
8230 GO TO 8395 
8235 LET I*=INKEY* 

8240 IF I*="N" THEN GO TO 8395 

8245 IF I*=“Y" THEN GO TO 8255 

8250 GO TO 8235 

8255 GO SUB W: PRINT AT F,A;"Whi 

ch spell to.cast (1 to 5)?" 

8260 LET I*=INKEY* 

8265 IF CODE I*<49 OR CODE I*>53 
THEN GO TO 8260 
8270 GO SUB 5040 
8275 IF MG=C THEN GO TO 8285 
8280 GO TO 8395 

8285 GO SUB 740 

8290 IF V=B THEN LET L(1+57)-FN 
R(E)+D 

8295 IF V=C THEN LET LDR=FN R(C 
) -D 

8300 IF V=D THEN LET REP=B: IF 
VAL M* (Y , MON, H TO JXD THEN GO 
SUB W: PRINT AT F,A;"I'm afraid 
that"'"the REPEL spel1"'"doesn t 

work on.this monster!": LET R 

EP=A: GO SUB L 
8305 IF V=E THEN LET MST=C 
8310 IF V=F AND YOG THEN LET Y 
=Y+B: LET L(D)=L(D)+B: LET I=E: 
GO SUB 528: GO SUB 530: GO SUB 5 
15: GO TO 2030 

8315 IF V=F AND Y=G THEN GO SUB 
W: PRINT AT F,A;"Sorry, there"' 
"is NO seventh"'" level 1 ": GO SU 
B L 

8395 NEXT I 

8400 GO SUB W: FOR N=H TO M: PRI 
NT PAPER A;AT N,16;" ": NEX 

T N: GO SUB 730 

8405 PRINT INK G; PAPER A;AT H, 
18;"NO:"; INK C; PAPER H;AT K,16 
;"ST:";AT M,16;"EN:" 

8410 LET STR=VAL M*(Y,MON,B TO C 
)-MST: LET Q=VAL M*(Y,MON,G)-REP 
: DIM M(Q): GO SUB 840 


8415 FOR N=B TO Q: LET M(N)=VAL 
M*(Y,MON,D TO E)+B-FN R(D)+LDR: 
NEXT N 

8420 GO SUB 505: FOR I=E TO M ST 
EP G: FOR N=22 TO 31: PRINT PAP 
ER G; BRIGHT B;AT I,N;CHR* (FN R 
(E)+73): NEXT N: NEXT I: GO SUB 
500: GO SUB 900: GO SUB 910 
8435 LET I=FN R(E): IF NOT L(I*F 
) THEN GO TO 8435 

8440 GO SUB W: PRINT AT F,A;"Pre 

ss SPACE and"'"combat will be"'" 

conducted"'"automatical 1y." : GO 

SUB L: PRINT INK. G; PAPER A; BR 

IGHT B;AT K,19;STR 

8445 LET FT=FN R(Q): IF NOT M(FT 

) THEN GO TO 8445 

8450 GO SUB W: PRINT AT F,A;N*(I 

)'"attacks monster" 

8455 IF QOB THEN PRINT AT H, A; 
"number ";FT 

8460 PRINT INK. G; PAPER A; BRIG 
HT B;AT J,19;FT;AT M,19;B*;AT M, 
19;M(FT) 

8465 LET ZZ=(FN R(G)+L(I*F-B)+IN 
T (L(I*F+D)/(M+(F*FN R(C))))+L(I 
+57)+INT (L(I*F+C)/F))-(FN R(G!+ 
STR+C-FN R(E)-(C AND M (FT)<D)): 

FOR N=B TO 15: BEEP .005,RND*M+M 
: NEXT N 

8500 IF NOT ZZ THEN GO TO 8600 
8505 IF ZZ<A THEN GO TO 8700 
8510 GO TO 8800 

8600 GO SUB W: PRINT AT G,A;"No- 
one has been"'"injured.": GO SUB 
9500: GO TO 8900 

8700 GO SUB W: PRINT AT F,A;N*(I 
)'"has been hit": LET L(I*F)=L(I 
*F) +ZZ: IF L(I*FXA THEN LET L( 
I*F> =A 

8705 IF NOT L(I*F) THEN PRINT A 
T H,A;"and killed!": BEEP B,-20: 

LET L(24)=L(24)-B: GO SUB 900: 
FOR N=-l TO D: LET L(I*F+N)=A: N 
EXT N 

8710 PRINT PAPER A; AT 1*012,11 
;B*; INK A; PAPER F; BRIGHT B;AT 
I*C+12,11;L(I*F) : GO SUB 9500: 

GO SUB 575 

8712 IF L(I*F) THEN GO SUB 8900 
8715 IF NOT L(24) THEN GO SUB W 

: PRINT AT E,A;"Too bad, all.y 

our del vers"'"are somewhat"'"dem 
ised!"'"SPACE far"'"another game 
?": BEEP C,-30: GO SUB L: GO TO 
K 

8720 FOR N=31 TO 50: IF L(N)=I T 
HEN LET L(N)=Y*100+X 
8725 NEXT N: GO SUB 9500: GO TO 
8900 

8800 GO SUB W: PRINT AT F,A;N*(I 
) '"has hit the"'"monster": LET M 
(FT)=M(FT)-ZZ: IF M(FT)<A THEN 
LET M(FT)=A 

8805 IF NOT M(FT) THEN PRINT AT 
J,A;"and killed it!": BEEP B,15 
: GO SUB 910 

8810 PRINT PAPER A;AT M,19;B*; 
INK G; PAPER A; BRIGHT B;AT M,19 
;M(FT): GO SUB 9500 
8815 LET V=A: FOR N=B TO Q: LET 
V=V+M(N): NEXT N: IF NOT V THEN 
GO TO 8850 
8825 GO TO 8900 

8850 GO SUB W: PRINT AT G,A;"The 
enemy has"'"been destroyed!": F 
OR N=B TO 20: BEEP .02,N: NEXT N 
: GO SUB 9500: IF VAL M*(Y,MON,H 
TO J)=B AND L(52) THEN LET L(5 
6 ) =B 

8B60 LET EX=INT (Y/E)+Q+VAL M*(Y 
,MON,B TO C)-L(24)-D: FOR N=B TO 
E: IF L(N*F) THEN LET L(N*F+D) 
=L(N*F+D)+EX: PRINT INK A; PAPE 
R F; BRIGHT B;AT N*C+12,20;L(N*F 
+D) 

8865 NEXT N 

8B70 GO SUB W: PRINT AT F,A;"Any 
survivors"'"each receive"'EX;" 
experience"'"paints!": LET M*(Y, 
MON)="": IF EX=B THEN PRINT AT 
J , F; " ! " 

8880 GO SUB L: GO SUB 520: GO SU 
B 515: GO TO 2100 

8900 LET I=I+B: IF I=F THEN LET 
I =B 

8905 IF NOT L(I*F) THEN GO TO 8 
900 

8910 GO TO 8445 

9500 FOR N=B TO 100: NEXT N: RET 
URN 

9999 CLEAR : SAVE "GOBLIN" LINE 
1: BEEP 1,1: VERIFY "" 
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ADVENTURE 


987 is the fiftieth 
I anniversary of th 
I publication of Th 
a simple tale of.folk w 
feet. 

Mel bourne House's 
Hobbit is probably the 
most successful adver 
Sequel, based on the i 
volume of the Lord of > 

The Fellowship of the 
a good deal less succ< 
was too complex, too ; 
and there was the ode 
two. 

Now here's Shadow 
Mordor, based on eve 
second volume of the 
The Two Towers. 

As with The Hobbit 
of the Rings, Shadow of Mordor 
uses the book as a basis for the 


m lord 


San can go north, southeast, southwest 
Frodb entars. 

E5Sfer-«—- 

is a glowing shirt c 
by Frodo arc a small sword, a t 
a small gotd ring and a i 


you - assuming that the words 

You can also string commands 
together, so you can input two 
or three orders at once. And, 
central to this game, you can 
talk to the other characters, who 
may or may not be willing to 
help you. 

On the 48K Shadows of 

Mordor is, essentially a text 
adventure, although you can 
load in the graphics from the 
other side separately to look ,at 
them. On a 128K the graphics 
screens are integrated into the 
_ 


As for the graphics screens 
themselves they're quite neat — 
in a kind of low-res Level 9ish 
kind of way. 

Meagre is a good word to 
describe the information you 
get about, each place you visit - 
'a dreamy swamp', 'a high cjlff, 
and so on, and so on, and so 
on... . 

Smeagol is another annoying 
thing about the program, in 
more ways than one. Yes, he's a 
right pain in the ring finger, 
popping up all over the place 
and getting into places you've 
spent hours figuring out the 
route to like they were on the 
main line from Victoria. But at 
the same time he's a very 


of dry 


locatioins to your hea 
content, but you will h 
down to some really i 
activity before you're 
get anywhere. 

If this game had be 
released at the same 
The Hobbit adventure 
out, then it would ha> 
winner. But things ha 


enough any more, at least not 
by itself. Adventures have to 
have atmosphere, especially 
when they're based on books as 
familiar as Tolkien's. Even the 
disappointing Lord of the Rings 
had more oomph when it came 
to the dramatic bits. 

There's no doubt it's more 
polished than LOTR and it 
works - there are no massive 
Melbourne House patented 
super-style bugs - but it's still 
missing something.* 


FACTS BOX 


More Tolkien stuff. Bet¬ 
ter than Lord of the 
Rings (and no bugs), but 
still something of a dis¬ 
appointment 


SHADOWS OF MORDOR 
label: Melbourne House 
Memory: 48K/128K 
^enhanced) 



L 

1 

L 


Price: t/TJb 


L 

±1 

|_ 

[h 

\±\ 

p 


Reviewer: 

.-I 

1 

[J] 

L5 

H 

Li 

H 

1-— 

★★★ fait 


rj 

l-rl 

rj 

1 

|] 

□ 

h 


i 

Li 

□ 

LI 








































































BACK ISSUES 


GET AHEAD, COMPLETE THE SET, ORDER YOU BACK ISSUES NOW ONLY £1.50 EACH INC P&P 



JANUARY 86 No 46 

CLASSICS: Wham! The 
Music Box, Tau Cetti, The 
Pawn, Robin of Sherlock, 
Spellbound, Exploring 
Micronet. 

FEATURES: Joystick 
roundup, Exploring 
Micronet. 


FEBRUARY 86 No 48 

CLASSICS: Enigma Force, 
Three Weeks in Paradise, 
Lord of the Rings, Plus 
Classic AMS Mouse review. 
FEATURES: Become a 
Tomahawk pilot. 


MARCH 86 No 48 

CLASSIC GAMES: 
Forbidden Planet, Movie, 
Desert Rats, Worm in 
Paradise. 

FEATURES: Lord of the 
Rings map, hints and tips 
for Tau Ceti. 


APRIL 86 No 49 

CLASSICS: Animator 1, 
The Wanderer, Plus top 
games Spitfire 40, Skyfox, 
Friday 13th. 

FEATURES: 9 pages 128 
feature including Daley’s 
Supertest and music 
programming. 


MAY 86 No 50 

CLASSICS: Quazatron, 
Turbo Esprit, Batman, 128 
Music Box, Plus Classic 
review of The Last Work. 
FEATURES: Three word 
processing packages 
assessed. 




JUNE 86 No 51 

CLASSICS: Kirel, Heavy 
on the Magick, Ballblazer, 
Plus top games Starstrike II, 
Green Beret, Way of the 
Tiger, Alien Highway and 
Rasputin. 

FEATURES: Super Scoop, 
The Liki, toolkit round up. 


OCTOBER 86 No 55 

CLASSICS: Lightforce, 
Glider Rider, Deactivators, 
Dan Dare, Harrier, Trivial 
Pursuit, Revolution, Vei«a 
Cruz. 

FEATURES: Music 
Machine Reviewed. 
Exclusive interview with 
Amstrad’s Malcolm Miller. 


JULY 86 No 52 

CLASSICS: Price of Magik, 
Ghosts ’n’ Goblins, 
Spindizzy, Laser Genius. 
FEATURES: Beyond the 
Beep (real music on the 
Spectrum). 


NOVEMBER 86 No 56 

CLASSICS: Firelord, 
Hardball, Dandy, Uridium, 
Artist II, not to mention 
gaming excitement with 
Asterix, Galvan, TT Racer, 
Druid and plenty more. 
FEATURES: Micros in the 
Movies. 



JANUARY 87 No 58 

CLASSICS: Aliens, Double 
Take, Zub, Samuri, Pawn 
(128) Plus all the top 
Christmas games Dracula, 
Contact Sam Cruise, 
Frostbite, Nosferatu, City 
Slicker. 

FEATURES: Maps for 
Glider Rider and Great 
Escape and Judge Dredd in 
person. 



FEBRUARY 87 No 58 

CLASSICS: Silicon 
Dreams, 128k Art Studio, 
but there are 5 star review of 
Hive, Marble Madness 
construction set, Gauntlet, 
Impossaball, Golf, Sword 
and Shield to name but a 
few. 

FEATURES: New 128k + 

2 owners pull out guide, 
Druid and Sacred Armour 
of Antiriad maps. 


ALSO IN STOCK 

September 85 No 42 October 85 No 43 
November 85 No 44 December 85 No 45 



AUGUST 86 No 53 
SOLD OUT 



DECEMBER 86 No 57 


CLASSICS: Sacred Armour 
of Antiriad, Star Glider, 
Great Escape, Wintergames 
128, Colour of Magic, 
Fairlight II, Plus a review of 
the long awaited Knight 
Rider. 

FEATURES: Meet the 
Micro Mercenaries. 



MARCH 87 No 59 

CLASSICS: Nemesis, Into 
the Eagles Nest, Shadow # 

Skimmer, Shockway Rider, • 

Ranarama, Little Computer • 
People, plus over £20 worth # 
of money off games * 

coupons. « 

FEATURES: Outlands, • 
Wargames special, news * 
scoop the 128k + 3, • 

Nemesis poster. * 



SEPTEMBER 86 No 54 

CLASSICS: PSi Chess, 

Elite Trap Door plus all the 
top games Xarq, 

Mindstone, Ace. 
FEATURES: Modern 
Magic, Dark Sceptre 
scrutinized. 
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I t's the 22nd century again 
and there's a hole in the 
universe and all kinds of 
undesirables are making use of 
this unguarded entrance and 
flooding in without paying their 
$1 toll or something. It's also 
Dogfight 2187 from Starlight. 

Rhett Dexter, border 
patrolman, it is your mission, 
should you choose to accept it, 
to block the gap in space-time 
continuum and prevent any 
more illegal aliens from gaining 
access to our universe. Mrs T 
would be proud of him. 

Right. That's the plot out of 
the way. The gameplay - as 
well as the usual one and two- 
player options offers a mode 
where two players can play 
against the computer. Unusual 
and could be great fun. 

Rather like some of the motor 
racing games the screen is split 
in half (almost) and each player 


_ FACTS BOX 

Re-hashed 3D routines 
with combat sequences. 
Features a two-players 
against the computer 
option 

DOGFIGHT 2187 
Label: Starlight 
Author: "Tim" 

Price: £8.95 
Memory: 48K/128K 
joystick: Kempston 


Reviewer: 





gets to look out of one window 
on the outside world. 

When you actually get going, 
it emerges that Dogfight 2187 is 




a 3D game with not a great deal 
of originality. As you fly around 
(which is a little tough to get 
used to as the up and down 
commands seem to have been 
reversed) lots of geometrical 
alien things will zoom out of the 
inky depths of space and attack 
you. The little scanner at the 
bottom of the screen will give 
you an illustration of the alien 
head-on and a marker will 
indicate a weak point on its 
surface, giving you an idea of 
which point to aim for with your 
laserfire. 

Apart from destroying the 
aliens that have already slipped 
through the hole, your task is to 
stop any more from making 
their way in. The best way to do 
this is by collecting the nine 
pieces of the Spatial Generator 
which will generate some space 
material and magically patch up 
the hole. Some of the pieces of 
the Spatial Generator are on 
board enemy aircraft and can 
be only obtained by blowing up 
the alien and then scooping up 
all the bits and pieces of 
machinery. 

Thankfully any nine of the 
hundred pieces which have 


been strewn around the play 
area can be used. 

Once you've found a bit of 
machine, you've got to fly to the 
hole and drop it off which will 
cause one ninth of the grid at 
the bottom of the screen to 
disappear, thus signifying the 
hole's decreasing size. 

The gameplay is fast if not 
entirely furious. There isn't 
much of an impression of 
damage being inflicted by the 
aliens, as they fire rather weedy 
laser lines at you, and you fire 
big bolts of fire. 

The problem with games of 
this sort is that, since they rely 
on superb speed or intricate 
problems, the graphics are 
essentially not particularly 
interesting to look at. While 
Dogfight gets pretty close to 
attaining the speed, it certainly 
doesn't make it in the intricacy 
stakes. In fact, it gets a little 
tedious after a while, the only 
real difference in the game as 
you progress being that the 
aliens become marginally more 
angry and commonplace. 

It's certainly well worth a look 
and the two-player plus 
computer play option is novel* 
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THE BIG SLEAZE 


An adventure by Delta 4 from Piranha 


The time is the 1930s. The place is New York 
City. You are Sam Spillade, a thicko private dick 
operating out of 3024th street. Not a nice part 
of town. The story starts in Spillade's office and 
ends as far from New York as you can imagine. 
What goes on in between is a number of cases 
for Spillade Investigations. Crack 'em if you 
can. Stay alive if you're smart enough. 

Spectrum, Commodore and Amstrad versions — all £9.95 


Delia* 


Further information from Helen Holland, Piranha, 4 Little Essex Street, London WC2R 3LF. Tel: 01-836 6633. 
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*** SPECTRUM ★** 

OUR 

PRICE 

Nemisis 5 95 

Space Harrier 5.95 

Sky Runner 7 50 

Super Soccer 5.95 

.mpossaball 6 95 

Martianoids 6 95 

Theatre Europe 7 95 

Gun Runner 5 95 

Strike Force Cobra 7 50 

Trouble in China 7 50 

Sentinals 7 50 

Conflicts 1 10 95 

Gauntlet 6 95 

Uridium 6.95 

Konamis Golf 5 95 

Guild of Thieves 12 95 

Elite. 12 95 

Spitfire 40 7 95 

Sabateur II 5.95 

B Cloughs Foo'ball 12.95 

The Last Ninja.7 50 

Tomahawk 7 50 

World Games 6 95 

Samurai Triology 5 99 

NemesistheWarlock. 6 95 

Indoor Sports 6.95 

Scalextric 7 95 

Pulsator 5 95 

Fairlightll 7 50 

TT Racer 7.50 

Inspector Gadget 6 95 

Battle of Britain 7 95 

* Mercenary 7 95 

President 6 95 

Sigma 7 5 95 

Tarzan 6 95 

Animator 1 7 95 

Legend of Kage 5 95 

Uchi-Mata.6.95 

★ ★ ★ACCESSORIES* * * 
Professional Plus 19.95 

Comp Pro Interface.9.95 

Kempston Interface.7.95 

Ram Turbo 18 00 

Multiface 128 44.95 

Cheetah Mach 1 14 95 

Comp Pro 5000 14 95 

ArcadeTurbo 22 95 

Quick Shot II Turbo 14 95 

Quick Shot II 8 95 

Quick Shot II Plus 12 95 

Konix Speedking 12 99 

Cheetah 125 * 8.95 


r 


★ ** SPECTRUM *★ 


Exploding Fist II. 

Lightforce. 

Rana-Rama 
Napolean at War 
Arenham 
Gallipoli 

Tai Pan. 

StarGamesOne 
Samurai Trilogy 

Warlock. 

Into Eagles Nest 
Dragons Lair II 

Strike F Harrier. 

Mask 

Marios Brothers 
Durell Big 4 
Army Moves 
Annals of Rome 
Metro-Cross 
Desert Rats 

Winter Games. 

Leader Board 

Doc the Destroyer. 

Battlefield Germany . 
Cosmic Absorber 
Monopoly 

Silent Service. 

PAW. 

Graphic Creator 
Shockway Raider 
Star Raider II 
Auf Wiedersehen 
Sold a Million 3 
Thorn of Fire 

PSI Chess. 

Grange Hill. 

Elite 6 Pack 

Starglider. 

Head Over Heels 

Trivial Pursuit. 

T P Young Players 
T.P Question Pack 
5 Star Hits 
Pain of Adrian Mole 
Arkanoid 
Tenth Frame 
Elite 6 Pack 
ShadowSkimmer 
Enduro Racer 
Silicon Dream 
Trouble in China 
Terror of theDeep 
Sidney Affair. 


OUR 

PRICE 

6.95 
.5.95 

5 95 
7 95 
7 95 

7.95 

5.95 
7 95 

6 95 

6 45 
7.50 

7 50 

7.95 
5 99 
5 95 
7 95 

5 95 
10 95 

6 95 
.7 95 

5 95 

.7.50 

.6.95 

10.95 

.5.95 

.7.95 

.7.95 

.... 19.95 

19 95 

5 95 

7 95 
.5 95 

7 95 

6 95 

7 95 
7 50 
7 95 

12.95 
5.95 

12 95 
12 95 
7 95 
7 95 
7.50 

5 95 

6 95 

7 95 
.5 95 

7 50 
12 95 
7 50 

.7.50 

6 95 


01-348 2907 

SPECTRUM 

OUR 

PRICE 

Wizz Ball 5 95 

Aliens 7.50 

Cobra 5 95 

Cyruss II Chess 9.95 

Academy 7.95 

Bismark.7 95 

Marble Madness Kit 6 95 

Killed Until Dead 7.50 

Hydrafool.5.95 

Konamis Coin Hits 7.95 

Artist II 12 95 

Bubbles 7.50 

Swords of Bain 6 95 

Vulcan 7 95 

Advance Art Studio 22 50 

Tobruck.7.95 

F-15 Strike Eagle.7.95 

Yankee.7.95 

Super Cycle 6 95 

Zulu Wars.7.95 

Red Scorpion 6.95 

Spy v Spy II 7.50 

Nick Faldos Golf.2.99 

Dan Dare.7.50 

FA. Cup 87.5.95 

PSI5 Trading Comp 6 95 

Glider Rider 6 95 

Bomb Jack II 5.95 

Ikari Warrior.5.95 

Knuckle Busters.6.95 

Football Manager.2.99 

TopGun 5.95 

Inter Karate.2.99 

Now Games4.7.95 

Jail Break.5.95 

Renagade 5 95 

‘Quartet 7.50 

‘Wonder Boy 7.50 

Paper Boy 5.95 

Aerojet.7.95 

Express Raider 6 95 

Knight Ore.12.95 

*** SPECTRUM 128K *** 

KoranisRift.7.95 i 

Little Comp People 7.95 

Fairlight I or II.7.95 

Plus II Lead.4 99 

Artist II. 14.95 

Winter Games.7.95 

The Pawn.12.95 

Tau Ceti- 128K 7 95 

Stars on 128K.7.95 

Azimuth H. Alignment 7 95 


All prices include P&P in UK. Europe add £1 per tape. Elsewhere add £2 per tape. 
Mail Order address: 

Cheque/PO payable to: S.C.S (SU), 655 Green Lanes, London N8 0QY. 

If you would like to pick up your discount software from our shop, please 
Droduce your copy of this advert for above discounts. To SCS, 221 Tottenham 

B Court Road, London W1R 9AF. I 

Near Goodge St Station - Open 6 days a week 10.00am to 18.00pm.|»T 
Barclaycard and Access hotline ring: " ■ — 

01-348 2907 / 340 8565 / 631 4627. 

★ New Releases subject to availability from Software House. Please ring for availability 
Please note our new Mail Order address and telephone number 
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...SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS... 

E & J Software offer 3 CLASSIC Football Manage¬ 
ment Strategy Games for all soccer enthusiasts. 

Each of these QUALITY GAMES uses the full 
available memory of your computer and is 
PACKED with GENUINE FEATURES to make 
each game the most REALISTIC of its kind! 

PREMIER II : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle 
all of this? - Play All Teams Home & Away, Full Squad Details All Teams, Transfer Market 
that allows you to buy any player in league/sell your players to any other team, Pre-Match 
Report, Full Team and Substitute Selection, Choose Your Own Team Style, All Other Teams 
have their own Style, Match Injuries, Match Substitutions, Half Time/Full Time Scores All 
Matches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Team Morale (all 
teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financial 
Problems, Match Attendances, Bank Loans, 7 Skill Levels, Managers Salary, Change 
Player/Team Names, Continuing Seasons, Job Offers or Dismissal based on your perform¬ 
ance, Printer Option, Save Game and MORE! 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETITION - Enjoy the atmos¬ 
phere of European Cup Ties! - Home & Away Legs, Full Squad Listing, Full Penalty Shoot¬ 
out (with SUDDEN DEATH), 2 Substitutes Allowed, Pre-Match Team News, Full Team And 
Substitute Selection, Away Goals Count Double, Extra Time, Half Time & Full Time Scores All 
Ties, 7 Skill Levels, Disciplinary Table (showing any MATCH BANS), Full Results List, Full 
Random Draw - All Rounds, Printer Option, Change Player/Team Names, Save Game, 
EUROPEAN II includes a comprehensive Text Match Simulation with these GREAT FEA¬ 
TURES - Match Timer, Named & Recorded Goal Scorers, Corners, Free Kicks, Goal Times, 
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties, Sending Off and MORE! 

★ SPECIAL FEATURE - transfer your PREMIER II winning Side into EUROPEAN II ★ 

Both these GREAT games can be played separately or as companion games 

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION 
- Takes you from the first warm up friendlies through the qualifying stages and on to THE 
FINALS! - Select Team From Squad of 25 Players, Select Friendly Matches, Full Home & 
Away Fixtures in Qualifying Round, Pre-Match Team News, 2 Substitutes Allowed, Discipli¬ 
nary Table, Select Tour Opponents, Full League Table, Players gain experience/caps as 
competition progresses, Extra Time, Penalty Shoot-Out, Quarter Final Group, Full Random 
Draw, Change Player/Team names, 7 Skill Levels, Printer Option, Save Game, Full Results 
List, Post Match Injury Report, WORLD CHAMPIONS Includes a comprehensive text match 
simulation - Goal Times, Bookings, Injuries, Named/Recorded Goal Scorers, Injury Time, 
Match Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE! 

All games available for ANY 48K SPECTRUM 

Games supplied on tape with full instructions @ 

£6.95 Each Inc. P&P (add £1.00 outside U.K.) 

Great value - Any 2 Games Deduct £2.00 
FANTASTIC VALUE - All 3 Games Deduct £3.00 

These games are available by MAIL ORDER ONLY 
via our First Class Service. All are available for 
IMMEDIATE DESPATCH by 1st Class Post 
and are securely packed. 

From: E & J SOFTWARE, Room 1 , 37 Westmoor Road, ENFIELD, 
_ Middlesex EN3 7LE _ J 
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Around the world in 80 plays 


)fl. USA 

*t: 


* 

* 


B race yourselves for a shock fellow Yeomen - we are 
not alone. Yup, there's a big wide world out there 
where the not so humble Spectrum is known, loved, 
cursed and generally kicked just as much as it is here. 

In response to this flurry of foreign activity, this month 
EH brings you an exclusive, in-depth, detailed not very 

yL using their feet as the major goal 
^ scoring appendage. 

3^ Major Contributions to Global 
^4 Culture 

The Rio carnival 

^ National Heroes 

Ronny Biggs 

5. CANADA 

^ "Tundra-filled colony that we 

I couldn't give away. Canadians 
are the USA's biggest trading 
^ partner, and their collective border 
yL is the longest undefended national 
^ frontier in the world. Home 
3 ^ computing has a firm grip, but the 
^ Spectrum was never sold there. 
3^ Prominent Software Houses 
^4 Batteries Included (it does no 
Spectrum stuff, but what a neat 
name!) 

^ Resident Home Computers 

yL IBM PC, Apple II, Commodore 64 
^ Racial Characteristics 

Inability to decide whether to 
. speak English or French - 

consequently arrived at a typically 
^ inadequate compromise involving 
3^ mumbling incomprehensively. 

W Two sorts of male - lumberjacks 
and failed lumberjacks, although 
confusingly, both wear chequed 
^ shirts. The latter become deeply 
subversive. A typical Canadian's 
idea of putting his computer to 
work is to hack into the nearest 
. National Defence computer and 
3^ write 'Kilroy was ici' all over the 
^4 system 

Major contributions to Global 
U Culture 

Kelly Monteith, Lichen. 

National Heroes 

^ The Mounties, Bianca Jagger 

60. THE FAR EAST 

yL /Collective noun for where all the 
Uhome computers are 
JL manufactured nowadays. Yes, 

^ your Spectrum may well have 
3 ^ transistors grown here, but don't 
^ open the box up to check or you'll 
invalidate your guarantee. 

^4 Naturally, having spent all day 
making them, the last thing the 
average Far Esterner want's to do 
^ in the evening is play with a 
3 t computer. 

. Racial Characteristics 
3t Rice with everything. Strong sense 
^4 of fatalism means that they never 
phone up mail order companies 
^4 after 28 days - even if the cheque 
has been cashed 
Major Contributions to Global 
^ Culture 

J^-Zen Buddism, Chicken Fried Rice 

^4 7. FRANCE 

^ I I nder a veneer of affability the 
yL U French are almost as crazy 
, about organisation and efficiency 
JL as their arch-enemies, the 
^ Germans, so took to the computer 
3^ with great gusto. Until the 

Amstrad CPC came along, home 
grown machines such as the 
Thompson dominated - although 
^ Commodore had a fair look in. 
yL Spectrums are not well known, 
^ handicapped by the fact they have 
yL English connections. 

* All French are sub-conciously 
3^ deeply inadequate, due to William 


his is it. The Big One, where the 
home computer cult really first 
began. Home of the Hamburger, 
Hollywood and the religious right- 
wing loony, the States has more 
home computers than anyone else 
in the World. Alas for Uncle Clive, 
only three of them are Spectrums. 
Promanent Software Houses/ 
Personalities. 

Activision (including Gamestar 
and Infocom), Microprose, 
Electronic Arts, Access, Epyx, Atari 
Resident Home Computers 
Apple II, Commodore 64, Atari XL, 
IBM PC, Atari ST, Commodore 
Amiga 

Racial Characteristics 

Universal belief that everything 
goes better with Coke. Tendency 
to wear loud clothing. Alliegence 
to the flag. Whooping under all 
social circumstances, however 
embarrassing. Complete failure to 
understand the rules of cricket 
Major contributions to Global 
Culture. 

The Big Mac 
National Heroes: 

Winners 

2. ARGENTINA 

F ootball mad nation of corned 
beef processors with little 
regard for home computing, 
sportsmanship or finders keepers 
National Heroes 
Evita, Maradonna, Guy Fawkes 


*E 


"3. AUSTRALIA 

x-British colony that took Sir 
Clive to it's heart. Home 
3 ^computing is a fair sized hobby, 
^^coming closely behind surfing and 
'roo hunting. 

^4 Prominent Software Houses/ 

^ Personalities: 

^^.Bearn Software 
^ Resident Home Computers 
J^-Spectrum, Commodore 64 
Racial Characterisitcs 
3 ^Rather like a glass of their amber 
^4 nectar - initially bubbly and bland 
enough not to cause 
^4 inconvenience, but soon 

becoming flat and insipid if left too 
^^Jong without being disposed of. 
~ Slightly touchy about their 
^.backgrounds- ball and chain jokes 
^ cause great hilarity closely 
J^followed by hospitalisation 
^4 Major contributions to Global 
3^ Culture 

^4 Sidney Opera House, Olivia 
Newton John, Rolf Harris 
National Heroes 
Paul Hogan, Ned Kelly, Matilda 
J^and Alice Springs. 

yL 4. BRAZIL 

^ Otrangely enough, in towns, 

3 ^ Ohome computers are 
^4 expensive, but not uncommon. 

The problem is that due to strict 
^4 import restrictions, 'brand new' 
machines cannot be brought into 
the country. So more often or not, 
^ direct clones are produced in 
yL Brazil itself, for the domestic 
^ market. Not always strictly legal - 
3 t but at least their footballers stick to 


serious look at Spectrum software producers all over the 3^ 
globe, from the enigmatic East to the razamataz of ^ 

Sunshine State. 3^ 

Read on for the whole, shocking truth of the Sinclair yL 
involvement with the Russian SDI sytem, why you should j 
wear a chequered shirt in Canada and the mystery of where 3^ 
all that silicon really does come from. . . 


* consequence it is well represented 
3^in the Emerald Isle. 

^Prominent Software Houses/ 
^'Personalities: 

U New Concepts (now defunct), St 
Brides 

^.Racial Characterisitics 

^ Speed is an unknown concept - 
3 ^-except when commentating on 
. horse racing 

3^Major contributions to Global 

Infogrames, Cobrasoft (Murder on ^ Culture 
the Atlantic), Jaws (Chickin' ^Guinness, Blarney, James Joyce 

Chase), Ere Infomatique ^4 National Heroes 

I 


the Conquerer, ever since 1066 - 
they've been constantly taunting 
themselves with one question. If 
France is so good, why did he 
emigrate? 

Resident Home Computers 

MSX, Thompson, Oric, 
Commodore 64, Amiga, Atari ST, 
IBM PC. 


* 

* 

* 

* 

* 

Prominent Software Houses/ 
~ Personalities 

* 

* 

* 

* 

* 

* 

* 

* 


Racial Characteristics 

Fast talking, snappy dressing. The 
French can be disturbingly cool at 
times. Cooking and eating bits of 
animal that ought to have been 
thrown away. 

Major contributions to Global 
Culture 

Rive Gauche, Orange liquers, 
garlic 

National Heroes 

^4 Yves St Laurant, Jaques Cousteau, 
^ Maurice Chevalier. 

y^ 8. HOLLAND 

^ lligh level of home computer 
3 ^ II ownership - and the average 
^4 computer literacy is very high. 

^ This is bad news for software 
>L houses - any program protection 
^ is broken within hours of release - 
yL and copies freely distributed 
^ Prominent Software Houses 
yL Radarsoft 

* Resident Home Computers 

3t Commodore 64, MSX 
Racial Characteristics 
3^ The Dutch are a jovial lot - having 
been invaded and fought over 
^ almost constantly in this 

millenium, you have to develop a 
^ sense of humour 

Contributions to Global Culture 
J The Clog 
yL National Heroes 
, The little boy who put his finger in 
3^ the dyke, Johan Cruyff. 

9. HUNGARY 

^4 enerally acknowledged as 
^ vj being one of the more relaxed 
^4 of the Soviet Bloc countries, with 
beautiful cities, beautiful 
landscapes - and a language that 
^ makes 'pass the salt' sound like a 
m. major epiglottial seizure. Home 
^ computers are still uncommon, 
3 ^ due to the realtively low 

disposable income and shortage 
of 3-pin plugs. 

Prominent Software Houses/ 
Personalities: 

Andromeda Software, Homega 
Software (Express Raider) 
yL Resident Home Computers 
- Commodore 64, Spectrum 
Racial Characteristics 
Great lovers of traditional music, 
folk dancing and sign language. 
Major contributions to Global 
Culture 

The Danube (part) 

National Heroes 

yL Ceasar the Cat 

^10. IRELAND 

^ A country where people take 
Jfc.AAtheir time about things - so 
^ buying the Spectrum by mail- 
3 ^order was a natural - with a 


Michael O'Hare, St Patrick, Popes 


* 

* 

* 

* 

* 

* 

* 

* 

* 


* 

* 

* 


* 

* 

* 

* 



)^11. JAPAN 

^ I and of the Rising Sun, MSX and 
3f> L-Games Consoles. Yup - 
^4 Spectrums stood about as much 
chance of selling here as, well, just 
about everything else that isn't 
Japanese. 

MSX sold like warm saki at a 
hypothermic alcholics convention 
yL and a games cartridge for the 
^ popular machines can be said to 
JL have done well if sales break a 
^4 million. Best selling game of last 
3^ year was - Super Mario Brothers. 
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* 

* 

* 
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* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

* 
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Prominent Software Houses/ 
Personalities: 

Sega, Nintendo, Konami, Data 
East 

Resident Home Computers 

MSX 

Racial Characteristics 

Anyone that tuned in to Clive 
James on TV or watched Shogun 
can solemly swear that the 
Japanese are certainly a race 
apart. Quaint feudel honour 
system of allegiance and service 
still operates under the corprate 
umbrella - affecting everything 
from their world trading policy to 
how they serve tea. 

Major contributions to Global 
Culture 

The Futon, flatter squarer tubes, 
the 26" inside leg, the Honda 250 
Super Dream. 

National Heroes 

Harry Kirri 


* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

* 


to be a massive array of three 
million Spectrums, stored deep 
under the Urals, all networked 
together via a modified Interface 
One, run under a QL, (expanded to 
512K) 

Resident Home Computers 

MSX 

Racial Characteristics 

Endemic propensity towards 
vodka, divorce, more vodka and 
not having any elections. A 
country of jovial paranoids. 

Major contributions to Global 
Culture 

Workers control of means of 

production 

National Heroes 

Lenin, Tschaikovsky and John 

Wayne 

13. SAHARA DESERT 

| nhabited only by a few 


market. Which is, of course, how 
^ things should be. 

Resident Home Computers 
Spectrum, Amstrad CPC, MSX, 
Commodore 64. 

Prominent Software Houses/ 

3^” Personalities: 

^ Erbe (Camelot Warriors), Dinamic 
3^“ (Army Moves), Ziggurat Software. 
Racial characterisitics 
Animal lovers they are not - so 
bulls, donkeys and tabloid 
^ journalists get the thumbs down. 
'yJL. Contributions to Global Culture 
2 The package holiday 
National Heroes 

^ Manuel, Blackie, Thomas Cook 

^ 15. SWEDEN 

I and of the Mountain, the Fiord 
. Land the Russian submarine. 
3^ Swedes are extraordinarily 
J civilised in all activities. 

Computing is fairly popular, 


* 

* 

* 

* 

* 

* 

* 
*G 


Unhealthy interest in personal 
fitness, fibre and birch twigs. 
Smugly liberal. Triple glazing of 
domestic windows and eye 
glasses is compulsory. 

Major contributions to Global 
Culture 

The Smorgsb0rd, the Volvo, Abba 

National Heroes 

Record-breaking middle distance 
runners 

16. WEST GERMANY 

ermans are serious about their 
computing, just as they are 
serious about life. The 
Commodore 64 was always a 
market leader - but Atari ST sales 
are starting to make an 
impression. Very few Spectrums 
ever sold. It just didn't look 
efficient enough. 

Resident Home Computers 
Atari ST, Commodore 64, Amstrad 



. 12. RUSSIA 

lome computing doesn't exist 

* lias a hobby - computers are 
still relatively rare, although MSX 

' has something of a hold in the 
schools - bought in as a job lot 

” contract that Sinclair had bid for, 

^ unsuccessfully. 

There is still an American ban on 

► the import of 16-bit technology 
into the USSR - consequently the 

► Russian answer to SDI (secretly 
developed by Sinclair in its last 

* days under Sir Clive) is rumoured 


wildlife film crews - both of whom 
’ have no interest in home 
„ computing. But where do you 
think all that silicon comes from? 

14. SPAIN 

he home computing boom 
almost certainly started when a 
kid called Kevin refused to leave 
his Spectrum at home when the 
family went to Benidorm. After 
being exposed to such high 
technology, the Spanish never 
looked back. Via Investronica, the 
Spectrum dominates the Spanish 


*T 


although the average user is 
certainly more serious than in the 
UK. A lot of dust covers get sold in 
Sweden. The Spectrum sold quite 
a few over there, too. 

Prominent Software Houses/ 
Personalities: 

Bo Jangaborg (via The Edge/ 
Softechnics), Tron Software (Ninja 
Master) 

Resident Home Computers 

Spectrum, Atari ST, Commodore 
64, Commodore Amiga, MSX 

Racial Characteristics 


^CPC, MSX. > 

Prominent Software Houses/ A 

^.Personalities: > 

^ Jasden Joerges (Kinetik), ISI (Ollie * 

Jkand Lisa) } 

a Racial Characterisitics 
3^Trains run on time in Germany. > 

^ Graffiti is removed. Members of the> 
Green Party are shot on sight. ^ 

Major contributions to Global > 

^ Culture A 

J^.Saukraut, World Wars I and II ^ 

^ National Heroes 

Wagner, Boris Becker | ] 
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The map shows the Atlantic 
Ocean, the North Sea and the 
English Channel. Marked on it 
are Scandinavia, the British 
Isles, Iceland, a bit of 
Greenland, and the North West 
coast of France. Dotted about 
this area are the various ships 
and groups of ships which are 
at the players' disposal. These 
are shown as squares, about a 
character to a side. The 
Bismarck is a black cross on a 
white background, while the 
various British ship types - 
destroyers, cruisers, 
battleships, aircraft carriers and 
convoys - are represented by 
different symbols. The game 
uses hidden movement: so if 
you're playing the Germans, the 

LJ5£ts~box 

o™L7ei e *ZV ,ei 

I ships! P ym S Batth 


■ he Bismarck was a 

German'pocket 
battleship' and during the 
second world war it had 
much the same effect on the 
British Navy as Freddy the 
Bogeyman has on assorted 
teenagers in Nightmare on Elm 
Street part whatever. 

Not only did she (ships are 
always female for some reason 
~ even those with butch names) 
raid convoys and send 
defenceless merchant ships to 
Davy Jones' Locker, she also 
sank HMS Hood ■ the pride of 
the British fleet, which went to 
the bottom of the Atlantic with 
ail but three of her 1,415 crew. 

Now PSS's strategy game 
Bismarck gives you the chance 
to show just how the hunt for 
the Nazi commerce raider 
should have been conducted ~ 
or can you, as the Captain of the 
Bismarck, evade the Royal 
Navy, cut Britain's Atlantic 
lifeline, and escape to safety in 
Brest harbour? 

There are two parts to the 
game. The first part, the search 
phase, involves you moving 
your ships around the map of 
the Atlantic, flying off your 
aircraft to look for the enemy, 
and basically waiting for the 
Bismarck (or the Prinz Eugen , 
the slightly smaller warship 
which accompanied it) to get 
spotted. Of course, if the 
Bismarck has been sighted, 
then the British navy will 
converge on her as fast as it 
can. 


I Bismarck 

Label: PSS 
Price: £9.95 
Memory: 48K/128K 


Reviewer: 


BISMARCK 


T his is the latest title from 
CCS, which seems to 
have given up publishing 
anything except wargames. As 
a dedicated wargamer, that's 
fine by me. 

Yankee is two games in one - 
Gettysburg on Side A of the 
tape, Chickamauga on Side B. 
Both use the same game 
mechanics - the only 
differences are the map layouts 
and the names and strengths of 
the forces involved. 

The brace of engagements 
you can refight are both famous 
names from the American Civil 
War. At Gettysburg, the North 
smashed the South's last hopes 


-pr^SlSBOX 

l on \ brainworl T 
graphics, effect,\ C ° { 
mechanics an He §3n 
value andlt sg 0c 


ANK EE 
Label: CCS 

"hor: in -house 
Price: £7.95 

Memory. 48K/728K 


of capturing Washington and 
getting a quick victory. 
Chickamauga was much the 
same, only the other way round 
- the Confederates wiped the 
floor with the Federals, and the 
war dragged on for a couple of 
years longer. In both battles you 
control the side that won 
historically, so you're the Union 
in Gettysburg and the Rebels in 
Chickamauga. The computer 
will play the other side - and it's 
a tough and very dangerous 
opponent. 

The maps are fairly attractive, 
if a bit garish to anyone who 
hates clashing wallpaper. The 
usual sort of standard 
wargames terrain features are 
, marked on - towns, woods, 

, hills, rough ground, rivers etc. 

I The units are large squares, 
about four characters to a side. 
The Yankees are blue, the 
rebels are yellow (damn right!) 
and each counter has a 
silhouette showing what type of 
unit it is in black - the different 
sorts are infantry, cavalry and 
artillery. Also marked on the 
counters is the unit's corps 
designation - three or four 
counters make up a corps, and 
you can give orders to the 
whole lot by telling the corps 
headquarters unit, marked with 
a 'C', what to do. 

To give units orders, you 
move the cursor over them and 


YANKEE 



choose what you want them to 
do from a menu. This menu 
varies according to the troop 
type and whether or not the unit 
you are ordering is in command 
of a corps or not. 

You can find out information 
about your units by moving the 
cursor over them and asking for 
details. You get told how many 
men they have and what their 
morale level is. If a unit's 
morale gets too low, then it will 
run away - not much use! 

Combat is simple: units 
which are adjacent to enemy 
counters attack and are attacked 
by them; the more men your 
unit has, and the better its 
morale is, the more enemy it 
will kill. Losses are taken in 
multiples of 500. Artillery can 
kill people at a distance. 

Both game varients work well 
and are challenging. The 


immediate feel you get, 
controlling the destiny of 
thousands of men, is one of 
absolute desperation - 
especially as the game uses 
hidden movement, so half the 
time you don't know where the 
enemy's units are until they 
come charging out of the 
nearest wood. You actually 
begin to sweat wondering just 
where the computer's forces 
are. While the movement 
system is a bit of a bore at 
times, and takes quite a while, 
combat is quick and bloody 
which makes up for it. 

An exciting touch is the way 
your corps commanders will 
send you messages mostly to 
tell you they can't hold out 
much longer and can they 
retreat? 

They effectively say 'to hell 
with this for a game of soldiers, 
I'm off home' if you don't look 
after them properly - it 
happened to me a lot. 

Great fun, and even 
educational (sorry about that) 
CCS is to be applauded for this 
one - even if the computer did 
chop me up into very fine 
pieces and fricasee the results. I 
will be back into the fray - once 
I recover from the last oneB 
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only units on screen will be the 
Bismarck and Prim Eugen, and 
any British ships they can see. 
With the British, it’s vice versa - 
you'll see the pride of the Royal 
Navy, about a dozen symbols, 
but no Germans unless you've 
spotted them. 

Also on the map are various 
strange little symbols - wind 
socks, clouds, flags and 
anchors. The wind socks 
represent the air search 
capability each player has ~ 
move your command box over 
wind sock, hit Fire, and the 
areas your planes are covering 
at present will be highlighted 
and any enemy ships they can 
see will be shown. The cloud 
symbol represents the players' 
metereological experts. The 
flags are the respective 
headquarters - you sometimes 
get message from them - and 
the anchors are the various 
naval bases on the board. 

Movement is simple - use the 
cursor keys to put the command 
box Ian open white square) 
over the ship to move, hit Fire, 
move the cursor to wherever 
you want the ship to go to, hit 
Fire again, and off they go. 

If movement is simple, 
combat isn't, In fact, it's so 
complex, that you’d be well 
advised to take advantage of 
the 'training programs' option. 

When one of your fleet 
contacts an enemy vessel you 
become captain of that ship. 
The screen changes from the 
map to a sort of control panel/ 


view from the bridge. The top 
part of the screen is what you 
can see from the bridge. Lots of 
sea, with the odd silhouette of 
an enemy battleship dotted 
around. The bottom part of the 
screen has a series of icons on 
it. By using the cursor keys to 
highlight the icon you want, you 
can order your ship to run 
away, charge, or maintain your 
distance, in nontechnical 
terms. Other icons control 
which way you’re looking, and 
the weaponry the various types 
of ships have ~ guns for 
battleships, torpedos on 
destroyers, and planes on 
aircraft carriers. 

Everything’s done in an 
almost-arcade-but-not-quite- 
exactly style. The enemy ship 
appears on your radar screen, 
you get it in your gun sights, 
then you fire off a salvo of shells 
or a brace of torpedos and try to 
avoid enemy fire and so on. The 
problem is that it's not easy to 
switch from one activity to 
another quickly, as you have to 
keep accessing the different 
icons all the time. 

I got blown out of the water 
on two occasions while l was 
still trying to work out how to 
stop firing my guns and run 
away ~ but then l was attacking 
the Bismarck with a measly little 
destroyer, which I understand 
may not be such a good idea. 

There's certainly enough 
action in Bismarck. 1 don't know 
if you can call it a true wargame 
but, what the hell* 


APOCALYPSE 


A pocalyse was originally 
(still is, in fact) a 
boardgame, published 
by Games Workshop. A couple 
of years back, a software house 
called Red Shift produced a 
computerised version and now 
Command Software (part of 
Infogrames) is reissuing it. 

In effect, Apocalypse is four 
games in one, or more 
accurately the same game with 
four different maps to play on. 
The different maps are Europe, 
the Caribbean, Great Britain and 
London. In each case, the 


factsbox 

I board game 

apocalypse 

l . Jb !‘ l: Comr nand 

F" hor: Re d Shift 

I’ncv: £9.99 

Memory: 48K/128K 



objective is the same - to use 
the force of arms, represented 
by your land and naval forces 
and your nuclear strike force, to 
dominate the playing area. The 
game mechanics are the same 
in each scenario. 

The best way to describe the 
game, is to give a brief idea of 
how just one of the scenarios 
works - the European map is 
probably the simplest. Most of 
the screen is taken up with a 
large strategic map divided into 
squares, representing deserts, 
mountains, rural areas, the sea 
and cities . 

To the right of the strategic 
map is a smaller, tactical map 
showing the area immediately 
around the cursor. It lists the 
value of each region shown, 
and the troop strengths in each 
square. 

At the beginning of the game, 
the players, however many 
there are taking part, divide up 
the cities on the board between 
them and build forces, either 
divisions, navies or nukes. 

Movement of units is simple - 


i s, BOX 


leat/y 


Unsuccessful marriage 
of arcade and wargames. 
Not enough oomph in 
either, and it tails nt 
between two stools 

TOBRUK 
Label: PSS 
Price: £9.95 
Memory: 48K/128K 


Reviewer: 




TOBRUK 



T obruk is pretty 

disappointing. It's an 
attempt to marry strategy 
gaming with arcade gaming, in 
much the same way as PSS did 
with Bismark, but it's nowhere 
near as successful. 

To begin with, you get the 
usual wargame-type map, this 
time of the area of North Africa 
around the port city of Tobruk - 


cursor over an area where you 
have troops, choose how many 
divisions or ships you want to 
move, then cursor to 
destination and hit Fire and 
combat occurs when you try to 
move into an enemy occupied 
square. The number of units 
you can move into a space 
depends on what sort of terrain 
it contains. You need more 
armines to attack cities, for 
example. There are two ways of 
deciding who wins a combat. In 
one, the attacker picks a 
number and the defender then 
tries to guess what that number 
is. The second combat method 
is the same, except the 
computer randomly chooses 
numbers for you. 

Apocalypse is now a couple 
of years old and looks it. Unlike 
many other wargames being 
produced now, it's ugly as hell. 
Squares are very, well, square 
looking. And the movement 
system can be very tiresome as 
it takes a very long time for 
orders to be input. Add to that 
the fact that you've got to have 
two to four players - no one- 
player option - and it should be 
a dodo. But actually it isn't, 
mainly because you get so 
much for your dosh. But in 
addition to the cash value, the 
games are really more than 
playable, if you don't mind the 
length of time they takeB 



REVIEW 


a very important location in the 
campaigns in North Africa 
during the second world war. 
And to the right, a window 
giving status info - strength, 
supplies, etc. 

The map is pretty bare, 
except for a few escarpments 
and an enormous minefield, 
which separates the two armies 
from each other. Allied units are 
character squares with dark 
bands against white 
backgrounds. Axis (German 
and Italian) units are black 
crosses against white. 

The game's either one- or 
two-player and, if one-player, 
the computer will control the 
Allies. To order your troops, 
you put the white open square - 
the command box - over a unit, 
hit Fire, move the cursor to the 
desired location, hit Fire again 

If you're next to an enemy 
force, then you can attack it - 
use the cursor to choose which 
units are attacking, and who 
they're going for and, if you've 
chosen to play with the arcade 
action screens, then you can 
pick one battle per turn to 
'participate' in. 

The arcade screens are a bit 
like a cross between Battlezone 
and Commado, but not half as 
good as either. You can choose 
to drive the tank, fire its 
machine gun, or use its turret 
and main gun. But you can only 
do one of the three at a time, 
and it's not easy switching . 

In drive mode, you race 
around a patch of desert, 
getting shot at by enemy tanks 
or machine gun posts which 
pop up every so often. It's a bit 
frustrating, being able to chase 
things but not actually shoot at 
them. In turret mode, the 
situation is reversed. You can 
shoot at enemy tanks, and track 
them, but you can't chase after 
them! In machine-gun mode, 
you can shoot at whatever's on 
screen, but you can only fire in 
front of you - you're machine 
gun is fixed, not in a turret like 
the main gun. All very 
confusing. . . 

The two halves are linked - 
the better you do in the arcade 
section, the better you are 
going to do in combat in the 
wargame part. But to be honest, 

I wasn't really that interested. 
The problem with this one is 
that it's neither one thing nor 
the other: the wargame bit is 
boring, and the arcade 
sequence is clumsily executed^ 
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Business Software 


ZXL PRINT III CENTRONICS- A 
RS232 PRINTER INTERFACE & 


Interface £29.95 
£8.85 


Cable 


Enables your Spectrum 16k, 48k, Spectrum + or 128k (in 48k mode) to print on almost any dot 
matrix or daisy wheel printer with RS232 or Centronics input. Just plug in ZXL Print III and LPRINT 
and LUST commands will work. COPY works without any additional software on Epson, Star, 
Brother, Walters, Mannesman Tally, Taxan Kaga, Canon, Shinwa, Citizen, Epson compatibles 
and a full colour copy on Seikosha GP700. Optional extras are available for 4 Colour screen 
copies on CGP115, MCP40 8c 80, SCP80, and shaded screen copies for Epson compatible 
printers. 

ZXL Print III is also compatible with INTERFACE 1, VTX 5000 modem, OPUS Discovery and BETA 
interfaces. 



• WORD PROCESSING • PLUG IN FOR LUST, LPRINT & COPY 

• PRINTS SPECTRUM GRAPHICS & UDG’s • HIGH RESOLUTION 
SCREEN DUMPS • TWO COPY SIZES ON EPSON & COMPATIBLES 

• PRINTS PRESTEL FRAMES WITH SUITABLE MODEM 

• COMPATIBLE WITH MICRODRIVES & INTERFACE 1 


SPECTRUM 48K BUSINESS SOFTWARE 


COLOUR AND SHADED 
COPIES NOW INCLUDED 
WITH NO EXTRA CHARGE. 



BUSINESS PACK. £14.95p 

This suite of programs includes Sales Day Book, 
Purchase Day Book and Business Bank Account. 
These programs are being used by over 1000 
companies to produce VAT and annual accounts; 
the Purchase and Bank Account programs allow 
for analyses under 17 subheadings. The Sales 
programs produce statements of outstanding 
invoices. Both Sales and Purchase programs 
calculate VAT. 

INVOICING. £15.00p 

This program will print out invoices, calculates 
discounts and VAT. The program will calculate 
totals from unit prices. Up to 50 accounts with 250 
outstanding invoices. 

SALES/PURCHASE LEDGER INVOICING £25.00p 

This program is for use on microdrive or Opus Disc 
only. The program will print an invoice using a 
built-in price list and post the invoice to your 
customer's account. Will also print price list, 
statements, labels, etc. 


WORDPROCESSING 


TASWORD THREE by Tasman £16.90p 

This new version of Tasword is supplied on 
microdrive with the following features: 128 column 
print out, tabs, page footers, buffered typing, 
page headers, full insert mode, bulit mail merge 

TASPRINT by Tasman Software £9.90p 

Use this program with Tasword Three to produce 5 
different fonts on a dot matrix printer. 


SPREAD SHEET 


OMNICALC 2 by Microsphere £14.95p 

This is the long-awaited micro-drive version of 
omnicalc complete with histograms and many 
other features. 


STOCK CONTROL 


STOCK CONTROL. £10.95p 

Handles 900 lines, including details of supplier. 
Program has full search facilities enabling you to 
search and update all lines from one supplier, 


BUSINESS GRAPHICS 


HISTO-GRAPH. £10.95p 

This program will enable you to present figures in 
histograms or pie charts. Displays 3 years as a 
direct comparison or 5 years to show a trend. A 
unique feature of this program is that all the figures 
can be printed with the histogram. 


MICRODRIVE CARTRIDGES 


Blank microdrive cartridges . £1.75p 

Microdrive storage box with 10 cartridges £22.45p 
Microdrive storage box with 20 cartridges £39.95p 


UTILITIES 


DLAN by Campbell Systems £7.95p 

Use your Spectrum to sell your products. Dlan will 
display messages in up to 11 different typefaces. 
Will scroll text in any direction. 

TASWIDE by Tasman Software . £5.50p 

You can use this program within your other 
programs to display 64 columns on screen. 

MF-PRINT by Campbell Systems £6.95p 

Enables you to set a print format for your full-size 
printer within masterfile. Supplied complete with 
masterfile for £19.95. 

TRANSEXPRESS by Romantic Robot £9.95p 

Micro-drive utility program which will enable you 
to back-up all your micro-drive cartridges. 

TASCOPY by Tasman Software £9.90p 

This program allows you to produce 3 sizes of 
screen copy using Interface 1. 



MONITORS 


Philips 7502 monochrome 
Philips 8533 RGB + C V 
Spectrum monitor lead 


Phillips 7502 


Ex VAT 

Inc VAT 

£75.00p 

£86.25p 

£250.OOp 

£287.50p 

£10.00p 

£11.50p 


PRINTERS 


Dot Matrix 



£9.95 


This program supplied on microdrive 
allows you to format a cartridge on the 
spectrum with 100-105K, retrieve 
corrupted files or print a full catalogue 
showing addresses and start lines 


Seikosha SP180A Centronic 

£179.OOp 

£205.85p 

Brother Mil09 

£185.OOp 

£212.75p 

Epson LX86. 

£215.OOp 

£247.25p 

Taxan Kaga 

£250.OOp 

£287.50p 

Epson FX85 . 

£368.OOp 

£423.20p 

DAISY WHEEL 



Silver Reed EXP 400 

£215.OOp 

£247.25p 

Brother HR15XL. 

£430.43p 

£495.OOp 

Delivery of monitors 81 printers 

_£5.75p 


OPUS DISCOVERY SOFTWARE 


DATABASES 


MASTERFILE by Campbell Systems £14.95p 

This is one of the best database programs 
available for the ZX Spectrum. This program has 
many uses in a small business. 

SUPERFILE. £14.95p 

This is a new database program that stores pages 
of text 64 columns x 22 rows. The program includes 
word processing and full search facilities. 

V-NOTCH. £12.95p 

Index and Catalogue System, for collections of 
photographs, recipes, books, knitting patterns, 
stamps, etc. Up to 3500 items per file full search 
facilities. 


ACCESSORIES 


Microdrive storage boxes .. £4.95p 

RS 232 lead . £11.50p 

Monichrome monitor connector . £11.50p 

3V 2 " floppy discs . £2.70p 

Continuous Paper 2000 sheets . £13.00p 

Continuous labels 1000 . £6.65p 

Add £1.30p post for label, £3.75p post for paper 

• Microdrive Box 





TRROSDPITFI £14-95 

OPUS DISCOVERY DISC UTILITY PROGRAM 

Business Pack. £17.95p 

Sales/Purchase Ledger Invoicing £25.00p 

Tasword Three £19.50p 

Stock Control £13.95p 

Omnicalc 2 . £21.90p 

Masterfile+ MFprint . £22.95p 

Superfile £14.95p 

V-Notch . £12.95p 

Histo-graph . £14.95p 

Dlan . £10.95p 

Transexpress £14.95p 

Tascopy £12.90p 

All programs supplied on 3 1 7 2" discs. 


DISCS 


10 x 3 1/2" blank discs 
Box to hold 12 discs . . 


TRANSFORM LTD (DEPT.SU6) 01-658 6350 
Mail order only. 24 West Oak, Beckenham, Kent. BR3 2EZ 


































































































HP R O W PR E 


H ow do I wire up a reset 
button for a Spectrum 48K, 
issue 3B? What exactly does 
reset do, anyway? 

Magne Tillung 

Bergen 

Norway 

0 The easiest way to wire up a 
reset button is to put it between 
pins 19 and 6 of the underside 
of the edge connector. Solder 
the wires on a little way in from 
the connector itself as you 
might stop any plug-ins from 
fitting otherwise. It's a good 
idea to put a 1 ohm resistor in 
line too, as this protects the 
switch from excessive current 
when it discharges the 
capacitor in the circuit. 

Reset on a Spectrum just 
resets the Z80. 

Once the Z80 gets going after 
a reset it takes care of resetting 
and clearing the Ram and 
anything else that might need it. 



I s the AMX mouse better than 
the Kempston one? Also, I'd 
like to buy a printer, and am 
looking at the Epson P40. Is it 
any good, and does it work with 
the Ramprint printer interface? 
Robin Jamil 
Brandlesholm 
Bury 

0 Well, I'd hesitate to say that 
the AMX rodent was more of a 
mouse than the Kempston 
equivalent, but the former does 
seem to be better supported by 
the software world. As to the 
Epson P40, yes, it will work with 
the Ramprint interface. Epsons 
have an enviable reputation for 
reliability, and their control 
codes are accepted as the 
industry standard. If you find 
one for a reasonable price, it's 
worth considering 



Sinclair Surgery 

Spectrum on the blink? 
Rupert Goodwins has a cure 


128+2 sound and vision 

A lot of people have written in about 128K + sound and 
vision problems. The audio agony is usually of the form 
that either the picture or the sound can be tuned in, but 
not both at once. This is due to a circuit within the 128K + 2 being 
slightly out of kilter. Best bet in this case is to take the offending 
micro back to the retailer, and not to leave the shop until you've 
seen the replacement working well. If you are the bold sort who 
laughs at guarantees, then you can have a go at fixing the 
problem yourself. 

Take out all the screws from the bottom of the 128K+-2, and 
carefully remove the top of the case. Make sure that the 
keyboard stays connected. Hold the Break key down, and plug in 
the + 2. When the test card appears, tune in your TV for the best 
picture, and turn the volume up. On the circuit board of the +2 
you'll see a small metal box, about a centimeter cubed in size. In 
the top of this will be a small screw. Turning this screw will 
adjust the sound tuning. Don't use a metal screwdriver; a 
sharpened matchstick or plastic knitting needle will do. At one 
point, fairly close to the original setting, the beeping will be 
clearest. Retune the TV to make sure that and best sound 
coincide, and put everything back together again. 

The picture problem is that a blue or yellow shadow appears 
on black lines. There is little that the user can do, but bear in 
mind that some TVs show the effect worse than others. An RGB 
monitor won't have the problem at all. More recent batches of 
Spectra are better behaved, so try to get your machine replaced 
by one you can see delivering the goods. 

Another problem fixed on newer +-2's that several people 
have noticed is that shifted M and Ns in 48K mode don't work. 
This is a timing problem, and is easy to test for when getting a 
replacement. 

If you're going to buy a 128 or a 128K + 2, it'll pay to watch out 
for the above boo-boos in the shop. Saves trouble later, you 
see... 


software built into the 128 
chooses to divert Lprint and 
Uist to the RS232 port. It also re¬ 
uses the area of memory which 
in 48K mode is used for the ZX 
printer. So there are no 
hardware modifications to be 
made, but you'll have to write 
your own machine-code 
programs to drive the printer 
directly 



I want to build a Spectrum 
compatible computer, but 
I've gone and sold all the rights 
to it, and my name, to some 
East Ender. What can I do? 
Clive A/ / Clairs 
The Brick House 
Cambridge 

0 Give up. Go and build a car 




I have an Alphacom 32 printer 
and a Spectrum 128K + 2. 
While the printer works fine 
with the computer in 48K mode, 
it won't do anything in 128K 
mode. Is there any way to 
rectify this? 

R C Atkins 

Sonning 

Reading 

• There's no real reason why 
the Alphacom (or the ZX 
Printer) won't work in 128K 
mode with the Spectrum 128 or 
128K+2. It's just that the 


emulator module from your 
local Timex dealer. This plugs 
into the socket on the right of 
the Timex, and makes the 
computer entirely Spectrum 
compatible. Going the other 
way is trickier, as the TS2068 
has extra display modes and 
some fancy Rom switching. 
Most Basic programs should 
work, and if you're going to 
write any machine code make 
sure it never calls the Rom 
directly 



P lease could you tell me if it is 
possible to use two 
Kempston Quickshot joysticks 
on a Tristate Joystick interface. I 
have tried it, and it doesn't 
seem to work. If it can't be done, 
which two joysticks could I use 
with that interface? 

Tony Watts 
Pound Hill 
Crawley 

0 It seems that your real 
problem lies with the interface. 
You don't say if just one joystick 
works, or whether there is a 
complete transducer 
positioning indeterminency (ie 
it don't work at all). In either 
case, the Quickshots are about 
as standard a stick as one could 
hope for. They should work just 
like that, so I'd suspect the old 
Tristate. Usual advice - try the 
joysticks on a friend's interface, 
or a (close) friend's joystick in 
yours. A little logical deduction 


Graphic error 


I work both in the USA and 
the UK. I've got a Timex 
2068 in the States, and a 
Spectrum over here. I'd like to 
be able to write programs on 
the Spectrum to run on the 
2068, and vice-versa. 

At the moment, the tapes 
from the 2068 won't load 
properly on the Spectrum, and 
I'd like to run some Spectrum 
tapes I've already got on the 
Timex. 

K G Crack 

Finchley 

London 

0 Running Spectrum 
programs on the TS2068 is 
simple - you buy the Spectrum 


I own a Spectrum 128K, 
Centronics Printer Interface 
and a Tandy Color Graphic 
Printer. It all works fine, apart 
from one problem. I can't get 
the printer to print graphics. I 
load in a special program to 
make the printer work, but if 
there are some graphics on the 
screen it just produces a blank. 
Is there anything I can do? 

Neil Millican 
West Derby 
Liverpool 

# The Tandy printer isn't really 
a printer at all - it's a plotter. 
When it prints characters, it 
draws them using a ballpoint 
pen in much the same way as 
you would. Most other printers 
print characters in the same 
way as a computer does, by 
setting a pattern of dots. 
Similarly, they can copy 
graphics from a computer 
screen, because it just involves 
lots of dots. The Tandy can't do 
this, it can only manage straight 
lines and characters it knows 
about, like letters. So there's 
really nothing you can do 
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PREVIEW 


RENEGADE ON 
THE COIN-OP 
DEAL 


ie 


R emember Renegade - new up 
from Ocean - see last month’s 
EH previews? Well, here’s a picture 
that doesn’t really show just quite 
how violent etc the game actually is. 
It is, believe me. 

Streetdate: not confirmed. 

Price: not confirmed 
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R oadrunner - possibly the most 
sublime of all extremely and end¬ 
lessly violent cartoons - is now, 
via the coin-op,' being converted 
to the Spectrum. Versions on the 
Spectrum seen so far look, well, 
let’s say OKish. There is still a lot 


NEBULA A DULL MOMENT 


I t’s 2124. Doesn’t time fly when you’re having fun? Not that you’re having fun 
at the moment. Because all the nice things in life, like energy, heat, light 
and so on, are running out. So the World Energy Committee has come up with a 
plan. 

And it goes something like this. Lots and lots of colony ships are going to be 
hurled into the corners of the galaxy to search for new energy sources. And 
that’s basically the background to Hades Nebula from Nexus. 

So who’s this Hades Nebula bloke you’ll be asking. Well, it’s not a bloke, 
it’s a thing. It’s a planet that’s rich in energy resources (a good thing) but it’s 
been taken over by the evil old Emperor Hades (a bad thing). The evil old 
Emperor is trying to capture all the colony ships and sell them off for scrap 
metal. Fortunately, one ship, Colony 7, has been the victim of a computer error 
(sound familiar) and has materialised two years before the Emperor’s fleet 
lands on Hades Nebula. (Which is called Orion Nebula at this point in time, but 
that’s by the by). So the crew of Colony 7 are the only ones left to capture the 
energy sources. 

And that’s where you come in. Ace fighter pilot, all-round good guy and all 
that, you are the one who gets to shoot at a lot of enemy space craft, and 
secure the mining facilities for the good guys, which then means you get all the 
credit. 

Nexus says it’s a game for arcade freaks everywhere, and it’s a vertical 
scrolling shoot-em-up. Nice looking graphics in smart shades of blue and 
yellow. Probably a good buy, looks rather nice. 

Streetdate: May. 

Price: £7.95 


MAJOR BILL 
RELEASE 

M ajor ’Wild Bill’ Stealey, as he 
likes to be known (yes he does) 
thinks that F-15 Strike Eagle is one 
well cool realistic accurate and fun 
combat flying simulation game. And 
I’m not going to argue with him. 
Anyway here’s a picture of it. 
Streetdate: unannounced. 

Price: unannounced 


of work to be done. 

The game involves running 
away very fast from the coyote 
whilst eating birdseed. This is 
considerably more exciting than 
you might imagine. The desert 
backgrounds look good while the 
assorted trucks and vans that run 
you over don’t. We’re optimis¬ 
tic. . . US Gold must be confident 
- it’s spending as much market¬ 
ing on it as it did on Gauntlet. 

Streetdate: June. 

Price: £9.99 


WHAT’S A 
MYSTERY? 


M ystery product time. US Gold is 
currently developing a game so 
secret we know nothing about it. 
(That’s a bit short. Can’t you think of 
something else? - Ed). It’s got a big 
animated central figure with a flame 
thrower. (Anything else? - Ed). It’s 
supposedly absolutely brill (That’ll do 
-Ed). 

Streetdate: not at all soon. 

Price: no idea whatsoever 
















































PREVIEW. 


RODENTS!!! 

O h what will they think of next? 

We’ve had mole heroes, alien 
heroes, cat heroes, dog heroes, hu¬ 
man heroes, bird heroes; just about 
every kind of hero you could imagine 
but never before have we had a 
hamster hero. Why? It’s not as if 
hamsters don’t provide great scope 
for fantastic games, is it? They’re 
such energetic creatures, and they 
lead such exciting lifestyles. Perso¬ 
nally, I’m surprised that we’ve not 
yet seen Hamster Grand Prix, or 
Winter Sports Hamster. 



Just as well, then, that CRL has 
come around to the sensible way of 
thinking and released Ninja Hamster 
(loosely connected, I suspect to 
Teenage Mutant Ninja Turtles and 
Adolescent Radioactive Blackbelt 
Hamsters comic books), a thrilling 
tale of martial arts action with a 
storyline to touch even the most 
jaded gamer. 

Having completed a long expedi¬ 
tion around the world, the honour- 




PIRANHA MAKES A 
BOO BOO 

I t was probably only a matter of 
time before someone came up with 
a Yogi Bear game. And that time 
being up, and people being ready for 
it, Piranha has come up with one, 
which is called, appropriately 
enough, I feel, Yogi Bear. 

Basically, you go round Jellystone 
Park, looking for Boo Boo (the small 
cute one), who’s been Bearnapped. 
You also run away from cross people 
and eat things out of picnic hampers. 
And you don’t get killed by the 
hunters. And whatever you do, don’t 
go to sleep. (You’re in danger of 
going to sleep because it’s nearly 
time to hibernate, and you’re a bear, 
and that’s what bears do when it’s 
time to hibernate). 

So be smarter than the average 
bear (there’s nothing like an old 
cliche to keep things moving) and 
keep you eyes open for Yogi Bear. 
Streetdate: October. 

Price: £9.95 



;/';v 

MAKING THE MASK OF THE 
SITUATION 


M ask is one of those games about flying about and picking up things, 
killing nasty people, and making sure that nice people get rescued. 

It sounds as though Gremlin has got a winner on it’s hands. And I mean that 
most sincerely folks. This time I really do. Mask looks pretty good really. 

What happens is this. There’s been this fight you see, between MASK agents 
and VENOM, which, by the way, stands for Vicious, Evil Network Of Mayhem, 
which should come as no surprise to anyone. Earth is now a bit on the battle- 
scarred side, and ail the MASK agents have been scattered throughout time 
and space, which is bad news. 

You are Matt Trakker, codename Hunter, and it’s up to you to find your mask, 
and then get out there and find all the other agents and help them find their 
masks as well. And then you can squash VENOM and save the earth. 

So you fly about a bit and, to make things more interesting, you fly round 
different time periods and things like that. You must locate pieces to a security 
key which will give you access to a scanner. This scanner will then point the 
way to an agent. You then rescue the agent, and you then help him find his 
mask. And then you do something else. 

Seriously though, I think Mask is rather promising, I've only been able to see 
shots from the first dimension, but they are nice, sort of sandy landscapes and 
pictures of our clean-cut hero. 

Streetdate: July. 

Price: to be announced 




able Ninja Hamster returns to his 
village only to find it in the midst of a 
great upheaval at the hands of Sinis¬ 
ter Rat and The Lizard of Death. 
Maddened by the ghastly goings-on, 
NH sets about the bad guys in a 
martial arts extravaganza, the likes 
of which have never been seen be¬ 
fore and probably will never be 
again. 

Ninja Hamster could easily be 
mistaken for a rather naff remake of 
all the other martial arts games 
around at the moment. Once you take 
a look at the graphics, however, 
you’ll decide otherwise. The charac¬ 
ters are large and clear, and look just 
like a comic-book. Most of the moves 
available in other games of the ilk 
are included, though much more 
humour in Ninja Hamster. Looks like 
it could be a surprise hit. 

Streetdate: June 

Price: £7.95 



3D OR NOT 3D 


B est of 3D is a compilation of 
several Vortex games and, rare in 
such cases, there is not a dud 
amongst them. The four titles are 
Highway Encounter Revolution, 
Tornado Low Level and Android 
Two. Highway Encounter is a 
long term favourite in the office 
and TLL was a seriously underrated 
jet fighter game.- It’s even a quid 
cheaper than the usual US Gold tag. 
Streetdate: May. 

Price: £8.99 
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REPAIRS 

ONL Y ONE company offers you 

k An honest six month parts and labour written guarantee on the WHOLE computer - not only on the 
fault repaired. 

k Free update and overhault - it is in our mutual interest for your computer to be reliable. 

k No “FREE” games - your money is spent on top quality components and professional computer 
engineers. 

k Over 16 years computer maintenance experience on all types of systems from mainframes to micros - 
probably 10 years more than our nearest rival. 

k We have skill and the honesty to repair ALL Spectrums sent to us - not only the profitable ones. 

k Sorry we are unable to repair your computer if it has been returned to you marked unrepairable by 
another repairer - we receive many of these each week often further damaged by a repair attempt by 
unskilled engineers. 

★ All Spectrums returned by 1st class post fully insured - please do not send power supply. 

k All inclusive price of £17.50 regardless of number of faults. 

k Upgrades to “Spectrum Plus” at time of repair £25,00 extra. 

k Official orders taken - BBC’s renamed. 

M.P. ELECTRONICS 

WENDLING 4, DEREHAM, 
NORFOLK NR19 2LZS 
Tel: 036287 327 
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MEGASAVE FANTASTIC SAVINGS 1 


Nemesis. 

5.95 

Big Trouble in L.China .7.95 

Saracen. 

5.95 


Fairlightll. 

7.50 

Deep Strike. 

7.50 

GunSlinger. 

6.95 


TopGun. 

5.95 

Little Comp People.... 

7.95 

Nemesis Warlock. 

5.95 


Elite. 

11.25 

Butch Hard Guy. 

5.95 

Flunky. 

7.95 


Ace of Aces. 

6.75 

Star Glider. 

12.95 

Martianoids. 

6.95 


IKARI Wariors. 

5.95 

Sam Cruise. 

5.95 

Pulsator. 

5.95 


Silent service. 

7.50 

Brian Clough's football. 

12.95 

Head Over Heels. 

5.95 


World Games. 

6.75 

Bomb Jack II. 

.5.95 

Bubbler. 

6.95 


Paper Boy. 

5.95 

Silicon Dreams. 

12.95 

Vulcan.-. 

7.95 


Botham’s Cricket. 

5.95 

Tenth Frame. 

6.95 

Murder Off Miami. 

5.95 


Strike Force Harrier. 

7.50 

Aerojet. 

7.95 

Sigma 7. 

7.95 


Fist II. 

6.75 

A Dragons Lair pt 2.... 

5.95 

Image System. 

17.50 


Ghosts & Goblins. 

5.95 

Mercenary. 

7.95 

Army Moves. 

5.-05 


Jail Break. 

5.95 

Battle Field Germany. 10.95 

Mario Bros. 

... 5.95 


SAS Strike Force. 

6.75 

Arkanoid. 

5.95 

Star Games 2. 

7.95 


TT Racer. 

7.50 

Ranarama. 

5.95 

Doctor Livingstone... 

6.95 


Headcoach. 

6.75 

Sailing. 

5.95 

Kinetik. 

5.95 


VeraCruz. 

6.75 

Krakout. 

5.95 

Arkham Manor. 

6.95 


Trivial Pursuit. 

12.50 

Death or Glory. 

6.95 

Wiz. 

5.95 


Aliens. 

7.50 

Grange Hill. 

7.95 

I.Q. 

6.95 


Leaderboard. 

6.95 

Star Games 1. 

7.95 

Big-Sleaze. 

7.95 


Footballer of Year.... 

5.95 

Knight Ore. 

12.50 

Fifth Quadrant. 

5.95 


Bangkok Knights. 

7.95 

Into the Eagles Nest.. 

6.95 

Shadows of Mordor. 

5.95 


Durell Big Four. 

7.50 

Enduro Racer. 

7.95 

Throne of Fire. 

6.95 


Star Raid II. 

7.50 

Shockway Rider. 

.5.95 

Scorpion. 

6.95 


Liqht Force. 

5.95 

Stars on 128. 

7.95 

NowGamesfour.... 

7.95 


Great Escape. 

.5.95 

Terror of the Deep. 

5.95 

Samurai Trilogy. 

5.95 


Mag Max. 

5.95 

Indoor Sports. 

6.95 

Tai-pan. 

5.95 


Super Soccer. 

5.95 

Monty Aufwieders. 

5.95 

Sentinel. 

7.95 


Konami’s Arcade Hits..7.50 

Saboteur II. 


Bismarck. 

7.95 


Shock Way Rider.... 

5.95 

Quartet. 

7.95 

Whizzball.. 

5.95 


Hit Pack Hite. 

7.50 

Wonderboy. 

7.95 

Scertical3. 

.7.95 


Gauntlet. 

7.50 

6 Hit Pack (Elite). 

7.95 

Gun Runner. 

5.95 


The Last Ninja. 

7.95 

Aliens US Comp. 

5.95 

Hydrofool. 

5.95 


Deeper Dungeons.. 

4.95 

Inspector Gadget. 

6.95 

Renagade. 

5.95 


PAW. 

19.50 

Nether Earth. 

7.95 

Icon Graphics. 

10.95 


Grevfell. 

7.95 

Killed Until Dead. 

6.95 

Express Raider. 

6.95 


Handball Maradonna...5.95 

Black Magic. 

6.95 

Pawn 128 only. 

,12.95 


Postage Included UK. Please state which micro. Fast Service 




Send cheque P0 to: MEGASAVE, Dept SU6 




49H Sutherland Street, Victoria, London SW1 





Mail Order only 
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MICRO-MAINTENANCE LIMITED 


'erran 

EUROPE’S LEADING 

COMPUTER REPAIR CENTRE 


Iki 


TELEPHONE (0276) 66266 TRADE ENQUIRES (0276) 62627 TELEX 858199 Verran G 



FULLY COMPUTERISED TEST 
AND PROCESSING PROCEDURES 

Automatic Test equipment is used to assist in the repair of all 
leading computer products. Many of these have been designed 
and built by Verran and subsequently sold throughout the world. 
The advanced technology allows us to offer our repair services at 
rock-bottom prices to all our customers. No one can match us in 
performance and price. 

Guaranteed reliability is one of the most important points in 
the selection of w ho sh ould repair your computer. We are proud to 
offer our SIX MONTH GUARANTEE. Within the first three months 
we will repair any fault FREE. From three to six months only half 
the quoted trade prices would be charged if your computer 
developed a fault. 

To record the safe receipt and despatch of your computer we 
have invested in the most advanced computer system available. 
Each customer unit is logged and checked before return. Whilst 
your computer is in our possession, or in transit to you, our 
insurance provides comprehensive cover. 

To be assured that the service you get is the best available - 
use Verran. We always remember that QUALITY IS NEVER AN 
ACCIDENT, IT IS ALWAYS THE RESULT OF INTELLIGENT 
EFFORT. 

SOAK RACK TESTING subjects your computer to a rigorous 
series of tests over a period of between 2-8 hours. Stringent quality 
procedures like the soak rack ensure the high standard of service 
our customers have come to expect. 


UNBEATABLE DISCOUNT 
ON ALL COMPONENTS 

Over £500,000 worth of components currently in stock. 
Unfortunately we are unable to display our complete 
range, if you require items not displayed just give us a call 
on 0276-66266 and we will be pleased to quote including 
delivery by first class post. 

SPECTRUM SPARES 


Z80 CPU 
ULA6C001 
Power Supply 
ROM 

4116 RAMS 

ZTX650 

ZTX213 

Keyboard Membrane 

I Spectrum 
I Spectrum Plus 
I Metal Templates 
I Keyboard Mats 


2.50 
7.00 

6.50 
7.00 

.75 

.40 

.40 

3.00 

8.00 

3.00 

2.00 


COMMODORE SPARES 

6510 Processor 12.00 

6526 CIA 12.00 

6581 Sid Chip 15.00 

901225 Graphic ROM 10.00 

901226 Basic ROM 10.00 

901227 Kernal ROM 15.00 

906114 House Keeper 10.00 

6569-VIC 18.00 

4164 RAMS - Memory 1.00 

Power Supplies 
C64 19.50 

C16X 15.00 


| All the above prices include VAT but please enclose a further £ 1.50 
post and packing on all component orders. 


OVER 3500 PRODUCTS 
REPAIRED EACH DAY... 

At our Head Office in Camberley, Surrey, we provide repair 
facilities for leading companies such as Amstrad pic, 
Commodore Business Machines, Sinclair Research, Rank 
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and 
many more. Now we are going to offer you the consumer 
high quality repair services at TRADE PRICES. 

In the UK we employ 200 staff to fulfil our customers re¬ 
quirements in a quick and efficient manner. Factory space 
of 32,000sq.ft. and offices in Switzerland and Germany now 
make us the largest and most advanced computer repair 
centre in Europe. Your computer and software is worth hun¬ 
dreds of pounds - send it to Verran and you will undoub¬ 
tedly receive the best service available. 

FANTASTIC LOW PRICES 
ON ALL LEADING COMPUTERS 


Spectrum 

Trade 

Price 

19.95 

NOW 
£5 OFF 
14.95 


Commodore 

64 

Trade 

Price 

24.00 

NOW 
£5 OFF 
19.00 


StdBrd 

Trade 

Price 

30.00 

NOW 
£5 OFF 
25.00 


\ Amstrad i 


[ Election 

664 



Trade 


Trade 

Price 


Price 

30.00 


25.00 

NOW 


NOW 

£5 OFF 


£5 OFF 

25.00 


20.00 





To obtain a quotation on any other product just call (0276) 66266 
quoting the advertisement re ference number. 

(See bottom/left) 

TO OBTAIN THE BEST REPAIR SERVICE AVAILABLE JUST FOLLOW THESE STEPS:- 

1. Send your computer securely packed, accompanied by cheque, postal order (made 
payable to Verran Micro-Maintenance Ltd) or quote your Access or Barclaycard Number. 

2. Quote the special offer reference number displayed at the bottom of this advertisement for 
your £5.00 DISCOUNT on the trade prices. 

LETTERS FROM OUR CUSTOMERS 

"I really felt I must write and thank you for the excellent service I received ." 

Mrs. J. Gilbert, Plymouth. 

“I am extremely delighted and would like to thank you again for the quick and efficient service 
Of your company". Paul Donald, Aberdeen. 


MICRO-MAINTENANCE LIMITED 


r erran 

UNIT 2H & 2J • ALBANY PARK • FRIMLEYROAD 
CAMBERLEY • SURREY GU15 2PL 





Ey AND 
.COMMODORE, 



SPECIAL OFFER REFERENCE - SUS 058 

















































_ PREVIEW : 



ANY BOY 
WONDER 

W hy, you might ask yourself, 
why, if Wonderboy is so won¬ 
derful and mega-powerful etc., did 
he allow his girlfriend to be captured 
by the Evil King in the first place? 
Answer me that one Activision. 

Having come to terms with this 
slight problem, I read the press 
release and looked at the piccies. 

Wonderboy has to wander (ged- 
dit) across an unfriendly landscape 
to reach his poor girlfriend. There are 
things like tumbling boulders, sna¬ 
kes, scorpions, spiders, the odd fire 
here and there and several bees. Not 
very friendly I grant you. Oh, and 
according to the aforementioned pic¬ 
cies there’s the odd totem pole and 
palm tree. 



TUBE TRAVEL 

H ere we have The Tube, 
announced as Quicksilva’s First 
Major Release of the Year. 

Completely unconnected - as you 
may be forgiven for thinking - with 
the ill-fated C4 rock show, The Tube 
is a multi-level blast which seems to 
feature three stages of gameplay. 
There’s the straightforward fly over 
the ground and shoot things section, 
a marginally more interesting fly over 
the ground viewed from the side and 
shoot things section and an even 
more interesting fly over a 3D land¬ 
scape and shoot things section. 



The program has been written by 
Gannon Designs and the music was 
done by ace tunesmith David Whit¬ 
taker (Glider Rider). 


We’re certainly pretty darned ex¬ 
cited by this one. 

Streetdate: June. 

Price: £7.95 


So we know that there’s a lot 
happening and the colours are not 
likely to clash and make you go 
wobbly. What might make you go a 
bit wobbly is the idea of cracking 
open the unfriendly eggs (?) with a 
stone axe (??) that you just happened 
to pick up along the way (???) and 
finding a skateboard inside (????) 
(Show me a chicken that can lay a 
skateboard and I’ll show you a (cen¬ 
sored). 

Activision says that Wonderboy is 
a game of skill timing and good clean 
fun. And I’m inclined to agree with 
them there, for no better reason than 
I can’t be bothered to disagree with 
them for the time being. Oh. By the 
way. Watch out for the blue midgets. 

Streetdate: Activision isn’t saying, 
as far as I can see. 

Price: Activision is saying, and it’s 
£9.99 



Send coupon to: Krackout 
Smash Offer, Gremlin 
Graphics, Mail Order Depart¬ 
ment, Alpha House, 10 Carver 
Street, Sheffield, with a cheque/ 
postal order made payable to 
Gremlin Graphics for £6.99 



SPANISH ALLIGATA, I PRESUME 

B asically, Livingstone I Presume is about running around a jungle, looking 
for the Doctor himself and collecting a few jewels. And avoiding monsters 
like prianha bats. (Well that’s what Alligata called them in its instructions). 
And trying to work out how the hell to get the little man to move. 

Because it’s difficult. Yes it is, I’m not just stupid. Am I? There are various 
bits and pieces to help you on your way, like a stick for pole vaulting, a stick 
that comes back to you if you don’t lob it hard enough and is therefore possibily 
a boomerang, a stick with a pointy thing on the end which is probably a dagger, 
and, urn, a bomb for chucking at things. 

So there you have it. A terribly complicated seek out and don’t get destroyed 
sort of game. It looks quite nice, there’s obviously going to be plenty in it to 
keep you going, but as the stuff I looked at had a lot of sort of Spanish type 
writing on it, I can’t really be more specific. 

Because, you’ve guessed it, Livingstone I Presume has been licenced from 
that popular Spanish software house, Operasoft. And I’ve never heard of it 
either. 

Livingstone I Presume could be very very good, but don’t hold me to that. 
Lots of things to kill, including pygmies and cannibals, but that may just be a 
faulty translation from the Spanish. 

Oh, and I couldn’t get the joystick mode to work, but there definitely will be 
one. Definitely. 

Streetdate: end of May. 

Price: £8.95 



1 UiTlMAYtlN 

Ultimate still exists. What with 
U8ut>b!er herns moderately OK 
we now have top secret yet 
umflustrated news of upcoming 
games. First up will be Mire Mare - 
remember that? ft was promoted at 
the end of one of the other games, 
Underwurtde I think. Nobody at US 
Gold knows anything about it and 
Ultimate is, as usual, locked away in 
a bunker and not talking to anybody. 

Right after, or possibly several 
months after, Mire Mare there is the 
prospect of Mel Pac brought up to 
date,’ What this means is welt 
heyond anyone’s guess. Good to see 
there is stilt life in the ole company 
yet. 

Streetdate: (throw a dart at a 
calendar of your choice). 

Price: £9.99 probably 


TENDER TRAP 

T trap Door II slimes on to the 
Spectrum in the autumn just 
as a new series of the TV cartoon 
hit starts in the pre-news, ex- 
Magic Roundabout, slot. 

Don Priestley’s towering high- 
rise graphics are back again, and 
so is Berk, but the plot’s going to 
be different. No collecting worms, 
eggs or frogs. 

The game’s title hasn’t been 
fixed but Piranha thinks Berk’s 
Revenge is on the cards. 

No screenshots as yet. Don’s 
still working on Flunky. 

Streetdate: Autumn. 

Price: Unannounced 
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QUALITY APPROVED REPAIR CENTRE 


C0OOCC 
Dl I W\C-# 


HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY £19.95 







«& . 
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SPECIAL OFFER! W SPECIAL OFFER! 


Why not upgrade your ordinary Spectrum into 
the fantastic DK Tromcs typewriter keyboard 
for only £31.50 Including fitting, VAT and 
return post and packing 
Normal recommended retail price 
L -vfP, £49.95 Replacement printed 


Update Your Rubber Keyboard 
to a New Spectrum* 

Fitted for only £31.90 + £i 50 post & packing 
(Also d.i.y. Kit available for only £24.95 
+ £1 50 post & packing) 

Your Spectrum repaired and upgraded to 
a Spectrum Plus for special offer price of 
£50.00 complete limited offer 
Same day service 


TEN ★ REPAIR SERVICE 


While you wait service including 
computer spare parts over the counter 
All computers fully overhauled and fully 
tested before return. 

Fully insured for the return journey. 
Fixed low price of £19.95 including post, 
packing and vat. (Not a between price 
of really up to £30.00 which some of our 
competitors are quoting). 

■ Discounts for schools and colleges. 

TT7 


★ Five top games worth £39.00 for you to 
enjoy and play with every Spectrum repair. 

★ We repair Commodore 64's, Vic 20's, 
Commodore 16'sand Plus4s. 

★ The most up to date test equipment 
developed by us to fully test and find all 
faults within your computer. 

★ Keyboard repairs, Spectrum rubber key 
boards only £8.95. 

★ 3 month written guarantee on all repairs 


bestpricesTJ— 

ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company in the U.K., or call in and see us at our fully equipped 2,500 square foot workshop, 
with all the latest test equipment available. You are more than welcome, 
we will repair your computer while you wait and help you with any of your technical problems 
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed 
price of £19.95 which includes return post and packing, VAT, not a between price like some 
other Repair Companies offer, we don't ask you to send a cheque in for the maximum amount and 
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quality and 
speed, don't risk your computer to any other unauthorised repair centre, we dont just repair the 
fault and send your computer back, we give your computer a:- 

OVERHAUL WITH EVERY REPAIR WE DO:- 

we correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on 
the base if required, Check for full memory, check all sockets including ear/mike and replace 
where needed. All for an inclusive price of £19.95 including VAT, all parts, insurance and post 
and packing, no hidden extras whatsoever, we don't have to boast too much about our 
service as we have thousands of customers from all over the world highly delighted with our 
service. A first class reputation for speed and accuracy. Don’t forget, we also now have a 
Service Branch in Manchester City Centre for while you wait service. 


The Videovault has just released the most up to date and 
exciting catalogue ever produced, our team of experts have 
scoured the globe to find you all the latest software and 
add on's for your computer, all the latest in joystick 
technology, all the top and tested software titles all at great 
discounts to you. Anyone can apply now, just send 2 x 18p 
stamps to the Catalogue Dept, at the address below, for your 
free copy. We have all the top branded items available, 
delivery by return post (our usual standard). All goods carry 
our guarantee of satisfaction. Never has such a catalogue 
ever been produced before, including spare parts, ULA, 
membranes, power supplies - all at discount prices. 




Gun snot ii Rapid Fire joystick and 
interface complete outfit Normal 
recommended retail price £19 95 if 
purchased together special offer 
of only£16.50including p & p 
Joystick available as separate tem£10.95 
plus interface available as separate item 
£9.00 Pius £i SO p & p 


C.O' 



""commodore 
replacement power 
transformer £29.00 
plus £1.50 p & p 


USEANY 
JOYSTICK WITH 


Spectrum keyboard 
membranes 
£5.50 plus £1.50 p & p 
Spectrum Plus spare 
keyboard membranes 
£12.90 plus£1.50p&p 
ZX 81 membranes 
£5.00 plus £l.50p&p 


ON-OFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM + 

ORDER No. 

1067 SPECTRUM 
1067A SPECTRUM+ 

£ 4.95 + 1.50 p + p 



Ltd. 


140 High Street West, Glossop, Derbyshire SK13 8HJ 
Tel: 04574-66555/67761 Head office & access orders, queeries,, 
Manchester 061- 236 0376 while you wait repair centre only. 


Copyright Videovault Ltd. No. 783042 WE NOW HAVE FAX: (O) 4574 68946 
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▲ Bill send the boys over to give the West Germans a severe talking to 


M ost software companies 
try desperately to find 
totally spurious reasons to 
include what can only be 
described as sex in the 
promotion of computer games. 
(Hands up all those who bought 
Sam Fox's Strip Poker who 
have never played the 
considerably more challenging 
(but nippleless) version on Side 
B of the tape.) 

Consider then the fate of poor 
old 'wild' Bill Stealey the not 
very poor or old head of 
Microprose, a moderately rich 
American software house. 
Microprose has a pretty good 
reputation for producing 
various kinds of simulation, 
mostly involving very detailed 
versions of actual combat 



aircraft and the odd European 
conflict. The programs are 
pretty good but have tended to 
suffer a bit by the time they 
have been converted to the 
Spectrum. 

Wild Bill is a real ex-jet fighter 
pilot and adviser to the 
American Chiefs of Staff. He is 
straightforward, clean, decent 
and just a touch right wing - 
free enterprise/strong defences 
against the commie threat - 
that sort of thing. Wild Bill's 
products are considered pretty 
damn wholesome the world 
over. Everywhere that is except 
West Germany. In Germany, to 
buy some of Microprose's 
products you'd have to visit 
some very dodgy shops indeed 
and skulk out clutching your 
program tightly wrapped in 
brown paper. It seems the 
Government regards some of 
Wild Bill's stuff as somewhat 
less than totally innocent. It's 
war content means it can only 
be sold under license in the 
same sort of shops as sell those 
books and films which involve 
men, women and others doing 
things which tend to require the 
removal of clothing. 

An outraged Bill is now going 
to the German courts to fight 
the action. Whilst Gremlin 
regards Bill as a bit of a loony 
(although it must be said a very 
honest and straightforward 
loony) the whole censorship 
thing is pretty bad news. 


GREMLIN'S TOP EIGHT 
USELESS THINGS FOR 
THE SPECTRUM: 


1) The official Amstrad 128K+2 
joystick - plug it in, load up a 
game, break it 

2) Specially designed briefcase 
with foam rubber insert with 
holes cut out for power pack, 
Spectrum, tape recorder and a 
few tapes - for the Spectrum 
owner on the move (who 
doesn't need a TV) 

3) The Stack Light Rifle - no 
software houses at all 
supported this one, the only 



games that worked with it were 
the ones that came with it in the 
box. They were very naff 

4) Cheetah Rat - remote 
control joystick. Worked very 
badly indeed 

5) Micro Vac - tiny Vacuum 
cleaner used for clearing debris 
out from between the gaps 
between the keys. No good for 
the Spectrum since the debris is 
usually the only thing which is 
keeping it working 

6) Sinclair Rom cartridge slot 
on Interface 2 - only about five 
titles were ever released which 
made use of it 

7) The Mikro-Gen special 
interface which added extra 
Rom and a joystick port to the 
Spectrum but only ever worked 
with one game called Shadow 
of the Unicorn - it wasn't good 

8) The bizarre printers Dixons 
and others have been known to 
give away with the Spectrum in 
special deals. They never 
seemed to work with it (unless 
you have a special lead, are 
handy with a soldering iron and 
have five year's high level 
experience with basic chip 
design) 
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S ometimes things don't 
require any comment 
whatsoever: 

'Pan Am takes good care of 
you, Marks and Spencer loves 
you, Securicor cares... at 
Amstrad we want your money.' 
Alan Sugar 

(Any chance of a stand alone 
disc drive for 128K+2 owners 
miffed about the 128K + 3, Alan? 
Thought not) 



LAST MONTHS 
COMPO 


A fair bunch of entries for last 
month's caption picture, 
which displayed Harold Macmillan, 
Sir Clive and an invisible dog in one 
captivating picture. There were a fair 
smattering of political jokes of far 
too much erudition for this page. For 
example Daren Page of Kikgreggan 
had Harold saying "I don't think the 
winds of change were ready for your 
C5". For sheer viciousness, 
inclusion of the invisible dog and the 
word 'slapheads' Gremlin enjoyed 
"Hey slapheads, wanna swap two 
wigs for some doggy biscuits?'' 
from Andy Donnelly of Birkenhead. 
Best however in Gremlin's view for 
its sheer out-to-lunchness and 
implicit suggestion of insanity was 
this from Sam Barnes of Bury St 
Edmunds, who has Harold saying 
"How long do baked potatoes take?'' 
Sam gets this month's fivers just as 
soon as our Accounts Department 
come back from outer space. 




GREMLIN CAPTION COMPO NO 8 


T his month's picture caption is one for footballing fans everywhere. This 
picture has appeared before in Gremlin and was so popular we've 
decided to give you another look. Here we see Peter Shilton posing most 
unconvincingly for a publicity shot. Gremlin asks this: What is Peter really 
thinking? Best suggestion to reach this office by June 5 gets a few quid. 



Suggestions to: Gremlin Caption Competition No 8, Sinclair 
User, Priory Court, 30/32 Farringdon Lane, London EC1R 
3AU 

Name. 

Address. 


Caption 


LATER THAT DAV, WOklEWARD- . 
SOUND, KANE IS PEEP UN THOUGHT] 

POOR MATT... V\E COOLANT 
KEEP UP WITH THE TIMES, 

\ g>uess! un software, 

IT'S OO Q EAT DO&... 
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SOFTWARE 


REPAIRS 


AVIS DE RECHERCHE 

★ ★ ★ ★ 

Oui ? public FRANCAIS et FRANCOPHONE 
OO? du MONDE ENTIER 

Signe particular: POSSESSEUR DE SPECTRUM OU QL 

CONTACTEZ - NOUS DE TOUTE URGENCE 

Nous stockons TOUTE la gamme de: 

LOGICIELS, PERIPHERIQUES, ACCESSOIRES et PIECES DETACHEES 

pour SPECTRUM et QL 

Nous distribuons le DISCIPLE — VERSION FRANCAISE 

Vente par correspondance ULTRA-RAPIDE ' 

Expedition immediate PAR AVION vers tous pays 
Ecrivez-nous EN FRANCAIS afin de recevoir le catalogue et tarif complet 
EN FRANCAIS se rapportant a votre ordinateur (preciser le modele S.V.P.) 

Si vous etes presse: pour tout renseignement, telephonez-nous EN FRANCAIS au 
+ 44-291 257 80 (a partir de votre travail ou de chez un ami, c'est moins cher!) 

DUCHET Computers 

5 i. saint-ceorge Road - Chepstow np6 sla - angleterre 
T elephone: +44-291 257 80 

Pourquoi une publicite en Franqais? 

C'est evident: notre equipe est FRANCAISE et dynamique! Nous sommes bases en 
Angleterre pour mieux servir notre clientele 


RGB OUTPUT? 


COMPOSITE VIDEO? 


GREEN SCREEN? 


TTL - ANALOGUE? 


COMP SYNC? 


BRIGHT? 


adapt electronic/ 


CONFUSING ISN'T IT? ^ 

Talk to the problem solvers. We have the experience and expertise 
to advise on all aspects of computer problems, eg: 

★ RGB OUTPUT MODULE for Spectrum 16 or 48K. Much acclaimed 

-gives monitor quality pictures- no dot crawl. £36.95 

★ BRIGHT OUTPUT MODULE - RGBI to RGB LIN - Allows full use of 

the bright facility on analogue input monitors and monitor TVs to 
produce full colour palette. Only for Spectrum 128. £29.95 

★ MONITOR CABLES - Connecting cable, any monitor/computer 

(combination. £5.00 

Add P&P £ 1 (UK), £2 (EEC), £4 (Others) on any order 
Send SAE for our Free Monitor Fact Sheet 
20 STARLING CLOSE, BUCKHURST HILL, ESSEX IG9 5TN. Tel: 01-504 2MQJ 


IKIDD1SOFTI 

IS BACK! 

COMPUMAG FOR 
4 to 8 yrs. 

48k SPECTRUM 
£3.99 

KIDDISOFT, 

5 Nanpusker Road 
Hayie, Cornwall 


* J* -Ct 


POOLS PREDICTION 

Perfected over 6 seasons. Ouputs best draws, homes 
& aways. Holds form companson graphs. Analyses & 
Qraphs results. Takes full account of mid week games 
4^‘Cup;; matches between main league teams. 
Promobon/relegation option (can be used from season 


to season). Easy to use. even for beginners. 

62 wins (385 dividends) received by author so far. 
"The best and most scientific of any program I have 
seen" — Mr R.A.P. Secretary Orpington Computer 
Club, "once again, thank you for one of the best in¬ 
vestments I have made" — Mr D.L.B. Feltham. “I 
would like to congratulate you on your excellent ser¬ 
vice. It is a rare thing these days" — Mr L.G.P. 
Shrewsbury. “I found your program very professional 
and user friendly, I am very satisfied witn it" — Mr 
B.D. Spalding. 

Ask for British Pools @£11.95 
Australian Pools @£11.95 

Allow 7 days for delivery. Cheques, POs payable to 
ROMBEST or quote Access card number. 

Rombest Dept SU, 2 Welland Croft, Bicester, 
Oxon 0X8 8GD 
(0889) 248002 
Available for 40K Spectrum 


SPECTRUM REPAIRS 

We expertly repair Spectrums 
for £17 inclusive of parts and 
labour and return postage. 

Spectrums upgraded to 48K 
for £34 inc. P&P. All keyboard 
faults cost only £12. 

RA ELECTRONICS 
133 London Road South 
Lowestoft, Suffolk 
Tel: (0502) 66289 


SPECTRUM REPAIRS j 

Spectrum repairs £19.95 including 
parts, insurance, P/P and VAT. 

Send your computer with cheque or PO I 
for £19.95 and description of the fault to: : 

SUREDATA (SU) 

Unit 6, Stanley House, 
Stanley Avenue, Wembley, 
Middlesex, HAO 4JB 
Tel: 01-902 5218 


* FREE MAINS PROTECTION!!! * 

SPECTRUM REPAIRS 

WE RE IN THE SOUTH WEST 

C^A QC Average cost 
£ I O inc post and packing 

SIX MONTHS GURANTEE!!! 

Sen your Spec/Spec Plus with 
the power supply and £14.95 to: 

COMPUTER CARE, 33 Alverne Bldgs, 
Penzance Cornwall TR18 2RS. 

Tel (0736) 67747 


Paj 

This program gives a tape back-up of most software. Even converts rnost jerky 
loaders to normal for reliable loading. Manages very long programs (even 51 kI), fast 
loaders, etc, etc. State type of Spectrum when ordering (48k, 128k etc). £6.99 on tape 
(£4.99 if updating) 


A software system to convert many TAPE based programs to your DRI YJ=J"° ™ a *® r 
what type) + OTHER UTILITIES. Most jerky programs are EASILY converted to drive. 
Pack has at least 7 programs! Opus/Beta owners add £1 for OPTIONAL extra program. 
State TYPE of Spectrum + name of DRIVE when ordering (eg 128k and Microdrive). 
£11.99 on TAPE OR £12.99 on m/drive cartridge. (£6 if updating). 

INFORMATION SHEETS - £1 each - approx 8 transfers of popular programs per sheet - 
needs TP3. SPECIAL OFFER (with SAE) - Nos 1-20 now £4.50, Nos 21-30 only £3.50. 
MICROTRANS - for m/drive to m/drive back-up + tape to drive (inc headerless) - does 
not convert programs. Includes MICROTAPE and RUN programs. ONLY £3 on TAPE. 
£4.50 on Cart. For any Spectrum. 

CODE COMPRESSOR - £3.50 

Overseas: add £1 Europe, £2 others each product. SAE for details. 

NO RISK! - ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates) 


LERM, DEPT SU, 11 BEAC0NSFIELD CLOSE 
WHITLEY BAY NE25 9 UW (Tel 091-2533615) 


SCOREBOARD 


All the thrills of a tive maicn test series’ Choose the 
countries and players. Features include all batsmen 
displayed with their scores, named bowlers with full 
bowling analysis, how outs, follow-ons, declarations, 
runs required, man of the match/series, etc, etc. Lots of 
detail and highly authentic. A must for all cricket buffs. 


NAT WEST TROPHY 


Involving all^eT^oSnf!es!^Ref?^pp!lcable all the 
features of Scoreboard are included, plus run rate 
required and man of the match gold award. 

Both programs on one cassette for the 48K Spectrum. 
Price, including post and packaging £6.00 
BYRON SOFTWARE 
57 Rangoon Road, Solihull 
West Midlands B92 9DD 


48/128K SPECTRUM UTILITIES 


1 MICRODRIVE MANAGEMENT & RECOVERY Copy any 
type of files or cartridges, even on one drive. Sensible CAT. 
analyse problems, recover corrupt files. 

2 RAMDOS MICRODRIVE OPERATING SYSTEM Random 
access, screen edit, search, sort facilities. Write your own 
software. Demonstration programs supplied. 

3 FREE TEXT DATABASE (USING RAMDOS) Easy to use. 
multi-purpose, address book, diary, letters 

4 ASSEMBLER. DISASSEMBLER. DEBUGGER On-line 
machine code learning, teach yourself booklet. 

1 to 4 each £9.75 MD cartridge, 4 also tape £7.95 
ROYBOT SU5 

45 Hullbridge Road. Rayleigh, Essex SS6 9NL. 

Write or tel: 0268 771663 for leaflets. 


FACTION MAGICIAN - THE PBM 

Spells, potions, relics, quests, Gods, Demons, 
and much much more. At last swords and 
sworcery with that extra something. 

The hottest new PBM of 1987? 

Special limited offer - starter package - 
instruction booklet, primitive map and three 
terms, £5.00 (normally £7.50). Terms £1.60 
(overseas adventures wright for details). 

Check or PO payable to 
Newty Games, Railway Cottage, Pennance 
Road, Lanner, Cornwall TR16 5TF 


LINEAGE 


SPECTRUM/MUSIC Hire library, hun¬ 
dreds of titles with regular updates sent 
out. £2 membership (refundable within 21 
days if not satisfied). Enquiry to Soundbox 
Software, Dept SU, Box 12, Renfrew, 
Renfrewshire PA4 0LB. 

SPECTRUM SOFTWARE LIBRARY. 
Over 900 titles. Hire fees from 50p for 2 
weeks including postage. For details send 
a SAE to: Dept SU, box 63, Banstead. 
Surrey SM7 3QT. 
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REPAIRS 


SPECTRUM REPAIRS 

(WITH FREE EXTENDED GUARANTEE) 

SPECTRUM/PLUS £18.70 

PRICE IS ALL INCLUSIVE AND 
WE GUARANTEE THE WHOLE 
COMPUTER FOR SIX MONTHS 

KPR MICRO-SYSTEMS Dept S 

34 PETUNIA CRESCENT, SPRINGFIELD 
CHELMSFORD, ESSEX CM1 5YP 
Tel: 0245 468554 


LINEAGE 


SPECTRUM REPAIRS. Free estimates, 
only return post charged. Please send 
Spectrum well packed with £2 for return p 
and p, your name and address plus fault 
to D. Jarvis, Knockwood House, Ox Lane, 
Tenterden, Kent TN30 6P3. Tel 05806 
3284. 

FREE MEMBERSHIP Spectrum Software 
Hire, latest titles originals only. Send a 
SAE for your membership kit to: Spectro- 
hire, Spectrum Software Club, 27 Colville 
Terrace. Nottingham NG1 4HL. 

WANTED: PROGRAM EVALUATORS. 
Aged 16 plus, Interested? Send you name 
address and £1 covering cost of applica¬ 
tion form, fact sheet and p&p to: CREANT, 
68 Farm Lodge Grove, Malinslee, Telford 
TF3 2HN. 

D.I.Y SPECTRUM REPAIRS. Illustrated 
step by step guide to repairing your own 
computer using inexpensive parts £5.00 
including post and packing. Oztech, 33 
Alverne Buildings, Penzance, Cornwall 
TR18 2RS (Trade enquiries welcome). 
SOFTWARE EXCHANGE. Swap your 
used programs. Free membership. Huge 
program base. Spectrum and CBM 64. 
Hundreds of satisfied members. SAE for 
fast response and details. UKSEC (SU), 
15 Tunwell Greave, Sheffield S5 9GB. 


SPEECH SYNTHESISER. 48K Spectrum, 
designed to add speech to your own basic 
programs, games, etc. Simple to use. 
100% software. Only £3.99 from: SMB 
Software, PO Box 38, Inverness IV1 IGA. 


COMPUTER SPARES 

SINCLAIR/AMSTRAD 


/COMMODORE 

ROM CHIPS 

CMOS CHIPS 

RAM CHIPS 

74LS CHIPS 

ULA’S 

VOLT REGS 

MEMBRANES 

Z80CPU 

POWER SUPPLY’S 

DFSKITS 

TEMPLATES 

EPROMS 

MODULATORS 

SERVICEMANS 

SPEAKERS 

TRANSISTORS 

RIBBONS 

TUBES 

DISC’S 

KEYBOARDS 


TRADE COUNTER OPEN 
MON-SAT 9.30a.m.-5p.m. 

Just phone Order from Govt. Institutions, 

your order 2 Schools, Nationals etc., 

through, we accepted with official order. 

do the rest B TEL: 0254 390936 

P.V. TUBES 
104 ABBEY ST. 
ACCRINGTON LANCS 
BB51EE 
Telex: 635562 
Griffin G (For P.V.) 


TIPS POKES MAPS 

PLUS NEWS REVIEWS 
INTERVIEWS ETC 
ALL FOR THE CHEAP PRICE 

OF 65p 

TURBO TIPS IS THE SPECTRUM 
FANZINE-SEND ALL ORDERS TO 

TURBO TIPS 

6 Sterndale Road, Romiley, 
Stockport, Cheshire SK6 3LA 


Activision. 

Alligata. 

Argus. 

Bargain Software. 

Betasoft. 

CCS. 

Cheetah. 

Cut Price. 

Dataskip. 

Datel. 

DKTronics. 

English Software.. 

E & J Software. 

Firebird. 

Gargoyle Games.. 

Gremlin. 

Goel. 

Hewson. 

Imagine. 

Interceptor. 

Keep Publishing ... 
Logic Sales. 


Mancomp.113 

Megasave. 106 

Melbourne House.26,76 

Midcomp.17 

M.P. Electronics. 106 

Microsat.26 

National Software Library ... 76 

Ocean.OBC,86,42,26 

Palace.31 

Piranha.94 

Romantic Robot.17 

Shekana.109 

Sellatape.17 

Softek.3 

Tasman.66,67 

Tanglewood.89 

Transform. 100 

US Gold.6,34,35 

Verram. 107 

Videovault.7,95 

W.A.V.E.89 

ZX Microfair.30 







(Dept SU6) PRINTWORKS LANE, LEVENSHULME, MANCHESTER M19 3JP. 

Tel 061-224 1888 or 061-224 9888 

EXPRESS SPECTRUM, 

BBC and COMMODORE 

REPAIRS 


APPOINTED WATFORD DEALER 
Mancomp are now the main Northern 
Distributors for Watford Electronics 
and will be stocking all of Watford's 
popular range of hardware and 
software - all at Watford's prices. 
Phone first for availability. 



BBC, SPECTRUM 
AND COMMODORE 
SPARES 

AVAILABLE 

Please phone for latest 
prices 


AVAILABLE 

NOW! 

AMSTRAD’S FOR 
IMMEDIATE 
DELIVERY 


JOYSTICKS, 

INTERFACES, 

POWER 

SUPPLIES. 

Available for all above 
machines 



All our prices include VAT Please add carriage 
£5.50 for Printers & Drives. £1.50 for other items. 


| in all U.K. with While-u-Wait repairs! 
with INTERNATIONAL repair service! 

> FOR'PROFESSIONALISM - "Of all the 
I repair companies Sinclair User' spoke 
7 to. MANCOMP seemed the MOST 
PROFESSIONAL when it came to advice 
and a helpful attitude" AUG 85. 

) FOR HONESTY - We let you watch 
* your computer being repaired and if 
there is nothing wrong with it. we will 
tell you!!! 

FOR REPUTATION & HELPFULNESS - 
"I have come across a firm that will be 
more than willing to advise you as to 
how to remedy your problems. They 
are called MANCOMP and as well as 
repairing faulty computers, are also 
quite willing to discuss your problems 
with you and offer reasonably cheap 
and more importantly CORRECT 
CURES" Phil Rogers POPULAR 
COMPUTING WEEKLY JAN 85. 


BBC 

REPAIRS 
From £15 


COMMODORE 

REPAIRS 

£9-£35 


^AAAAAAAAAAaa^, 


L 


SPECTRUM REPAIRS 
From £9.00-£20.00 


\ 


J 


▼▼▼▼▼▼▼▼YTTYTTTV 

Educational establishments, H.M. 
Forces, Charities 5% DISCOUNT for 
cash with order. 

TRADE ENQUIRIES WELCOME 
Every parcel sent by 
Royal Mail Receipted Post and insured 
for return journey! 

Overseas Parcels allow £9.00 postage. 
























































































KEYBOARD 

This microdrive compatible 
keyboard offers more key func¬ 
tions than any other in its price 
range. The stepped keys and 
space bar make it very easy to 
use. Our keyboard, constructed 
from high density black ABS, 
will take your Spectrum in to 
the professional league. 

It has 52 "stepped" keys 
plus space bar, a separate num¬ 
eric key pad consisting of 12 
red keys including a single entry 
'delete' plus single entry 'deci¬ 
mal point' to facilitate fast num¬ 
eric data entry. 

The 15x9x3 inch case 
will accommodate your Spec¬ 
trum and any other add-ons 
like Interface 1, power supply 
etc, and forms an attractive self 
contained unit. 

All connections, Power, Mic, 
Ear, T.T., network RS232 and 
expansion port are accessible at 
the rear. A few minutes, a 
screwdriver and the simple ins¬ 
tructions supplied are all you 
need to fit your Spectrum. 

£37.50 


LIGHT PEN 

Our light pen and interface 
are designed specifically for 
your Spectrum and works down 
to pixel level for complete acc¬ 
uracy. Now you can produce 
high resolution illustrations with 
with 16 pre-defined instructions 
selected from a screen cont¬ 
rolled menu which includes 
change colour, border, paper, 
ink, draw circles, arcs , boxes or 
lines. 

You can fill in objects 
with colour, insert text or draw 
freehand, save and load comp¬ 
leted or partially completed 
screens onto and from tape. 

With the 48K Spectrum 
it can store screens in the 
memory and animate them. 

You can also use the 
machine codes in your own 
programmes for selecting from 
a menu, playing games etc, (all 
entry points supplied). The 
interface fits neatly into position 
and comes complete with soft¬ 
ware casette. 

£14.95 


SYNTHESISER ◄ 

This three channel sound 
synthesiser interface incorpor¬ 
ates a BEEP audio amplifier 
which improves enormously the 
sound quality and output of the 
BEEP. The three channel sound 
synthesiser adds a totally new 
dimension to the sound on 
your Spectrum, it allows you to 
program your own music with 
harmonies, explosions, zaps, 
chimes, whistles and an infinite 
range of other sounds over the 
full eight octaves. 

Based around the popular 
AY 3-8912 sound chip it gives 
complete control (from basic or 
M/C) over three channels of 
tone and/or noise plus enve¬ 
lope and volume control. 

It comes with it's own pod 
mounted (4 inch) speaker with 
one metre of cable so that it 
can be positioned anywhere. 

Once this has been fitted 
to the expansion port your pro¬ 
grammes will never sound the 
same again. 

£24.95 


CENTRONICS 

PRINTER 

INTERFACE 

The DK'TRONICS parallel 
Centronics Interface will link 
your Spectrum to any printer 
with a standard centronics in¬ 
put. As the choice is vast you 
can select the printer exactly 
suited to your needs. 

The features of the inter¬ 
face includes:- 

Runs all parallel centronics type 
printers. 

The controlling software is 
fully relocatable. 

It interfaces with any software 
using the printer channel e.g. 
Tasword DEV pack etc. 

LUST PPRINT is recognised. 
There are high resolution 
screen dumps. 

All control codes are allowed 
through the printer. 

It is fully microdrive compatible. 
It comes supplied with full 
instructions and controlling 
software. 

£29.95 


DK Tronics Limited 

Englands Lane, Gorleston-on-Sea, Great Yarmouth, Norfolk NR31 6BE 
Phone 0493 602926 (24 Hours), Telex 975408. 










potential of the Spectrum computer and compliment it's design 


HOW TO ORDER 


DK'TRONICS products are 
available in all good computer 
shops but can be obtained by 
completing the order form 
below and returning it to DK' 
TRONICS, or by phoning and 
quoting your Barclaycard or 
Access number. 

Orders are normally des¬ 
patched within 24 hours. 

Should you have any further 
queries concerning our prod¬ 
ucts do not hesitate to give 
us a ring. 

All prices include VAT. 

All DK'TRONICS products are 
covered by a comprehensive 
guarantee. 


PROGRAMMABLE 

JOYSTICK 

INTERFACE 


DUAL PORT 


The Spectrum dual port 
joystick interface is highly vers¬ 
atile and competitvely, priced. It 
offers two joystick ports. The 
first simulates 6,7,8,9 and 0 
keys, the second, simulates in 
(31) command. 

The ports will accept any 
Atari style joystick and runs 
auto fire type joysticks. 

It will run any software 
using keys 6,7,8,9 and 0. 

Having redefinable key func¬ 
tions using in (31) i.e. Kempston 


SPEECH 

SYNTHESISER 


This superb new interface 
allows you to use a joystick 
with any game. It is supplied 
with software, to allow you to 
simply program it or you can 
program it directly from your 
keyboard without using the 
software. 

Features include:- 
A 17 way directional movement 
A fully functional keyboard. 

A rear connector for other add¬ 
ons and is microdrive 
compatible. 


This simple to use speech 
synthesiser includes a powerful 
amplifier and a 4 inch speaker. 

It uses the popular SPO/256 
speech chip and has an almost 
infinite vocabulary. 

It is supplied with text to 
speech converter software for 
ease of speech output creation. 

“Everything you wish to be 
spoken is entered in normal 
english without special control 
codes, making it extremely easy 
to use. 

The voicing of the words 
is completely user transparent 
and the computer can carry on 
with it's normal running of a 
program whilst the synthesiser 
is talking. 


This budget priced joystick 
interface is supplied with one 
joystik socket using in (31) 
as above. 


£9.95 


£24.95 


Please send me 


Name Signed 


Address 


aftronks 

LEADING FROM BEHIND 


I enclose Cheque/PO/Cash for:- Total . 
or debit my Bardaycard/Access number 
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ow from the author of top 

':|%|seler SHOGUN James ■ 

I H Clavell, comes TAI PAN and 
a terrific computer game |g§§ 

simulation packed with action and 
stunning graphics. TAI F/^tisthe 
exciting story of a man and an 




Screen shots 
takenfrom'j"'' 
Atari version. 


island. Become Dirk Struan - a pirate, a smuggler, 
a manipulator of men achieving riches beyond imagination. 
Enter a world of blood, sin treachery, conspiracy and murder - 
a game of Grand entertainment! 

Copright ©1986 James Clavell. Tai Pan is a registered Trademark. ©1986 de Laurentils Entertainment Inc. 

6 Central Street • Manchester • M2 5NS Tel: 061 832 6633 - Telex: 669977 














































